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WHERE IS BLack’s “TIMELY” PLAY? 


MAIL ORDER 


BOOKS 


THEORY AND PRACTICE OF GO GO FOR BEGINNERS 
by O. Korschelt 
THE GAME OF GO 1971 HONINBO TOURNAMENT , 
by K. Shigemi 5 MIDDLE GAME OF GO 
STEPPINGSTONES TO GO VITAL-POINTS-OF-GO- 
by K. Shigemi : STRATEGIC CONCEPTS OF GO . 
.@) BASIC TECHNIQUES OF GO HOW TO PLAY GO 
\S 
S flee CYS 
Book Magazine 
& (Written in Japanese) 1GO MAGAZINE SUBSCRIPTION 
9 KILLER OF GO SERIES (6 vols.) errenins 
by E. Sakata, 10-Dan. 
i | E 
9 Sf any teale;valans IGO CLUB SUBSCRIPTION 
) 6 months 
‘ * * MAIL ORDER: For books, add 50¢ mailing charge and 


for magazine add $3.00 to 6months, $6.00 to | year. 


GAME SET 


GO 
GO BOARD i : ‘GO CONTAINER (Wooden) 
GO BOARD i his 2 : GO STONE (Plastic) 
GO BOARD. i ae 3 GO CONTAINER (Plastic) ... 
GO BOARD i gy é GO SET (Stone, Bowl, Board) 
GO STONE (second grade) : MAGNETIC GO SET 
INSTRUCTOR USED DELUXE GO SET... 145.00 


SHOGI SET 


MAH JONG 
MAH JONG SET. .......- 7 HANAFUDA~ 


MAH JONG SET 
MAH JONG SET FLOWER PLAY CARD 
*MAIL ORDER: add $2.00 mailing charge 

*MAIL ORDER: add $5.00 mailing charge. ‘add $0.50 for Hanafuda only - 


Tokyo Sales Corp. 
( & Zen Oriental Book Store ) 


142 W. 57thSt., New York,N.¥. 10019 (212) 582-4622 


GO 
An ancient board game which takes the simplest of elements: line and circle, 
black and white, stone and wood, combines them withasingle basic rule and 
generates subtleties which have enthralled players for 4000 years. Go's 
appeal does not rest on its oriental, metaphysical elegance; but on prac- 
tical and stimulating features in the design of the game. 


Go is easy to learn. The basic rule and its correlaries can be demonstrated 
quickly and grasped easily. The game is enjoyably played over a wide range 
of skills. Each level of play has its charms, rewards, and discoveries. 

A unique and reliable system of handicapping brings many more players "into 
range" for producing a close contest. Draws occur in less than 1% of all 
amateur games. Below the master level, a game of go retains a fluidity and 
dynamism far longer than comparable games; an early mistake may be made up, 
used to advantage, or reversed as the game progresses. There is no simple 
proceedure to follow to turn a clear lead into a victory - only continued 
good play. Go thinking seems to be more lateral than linear, less dependent 
on logical deduction, and more a matter ofa "feel" for the stones, a "sense" 
of shape, a gestalt perception of the game. 


Beyond being merely a game, go can take on other meanings to its devotees: 
an analogy for life, an intense meditation, amirror of one's personality, an 
exercise in abstract reasoning, a mental "workout", or,when played well, a 
beautiful art in which white and black dance in delicate balance across the board. 
But most important for all who play, Go, as a game, is challenging and fun. 


AMERICAN GO ASSOCIATION 
The AGA is the national organization of Go players in the U.S. It coordi- 
nates and encourages Go activities and cooperates with similar associations 
world wide. As standard services, the AGA: Publishes the American Go Journal 
which includes a Tournament schedule, club notices, and articles.*Sanctions 
and promotes AGA rated tournaments. *Organizes the N.American Honinbo and Kyu 
Championships. “Distributes an annual roster of chapters and members .°Sel1s 
Go books by mail (20% discount. tc AGA’clubs).® Maintains a U.S. numerical rating 
system. Schedules tours of Go professionals. °Supports the creation and growth 
of AGA Chapter clubs. (Requirements for chapters on page 2.) Chapters receive 
free publicity of tournaments and club meeting time, place, contacts. They 
setect contenders for the national titles; they are the link between the go 
players (present and potential) in this country and the AGA. AGA chapter 
clubs get organizational aids as available. *** AGA members receive the AGJ, 
are included in the member roster and rating readout, may play AGA rated matches, 
in AGA tournaments ,AGAPostal Go, and join the growing ranks of those who support Go. 


AMERICAN GO JOURNAL 
The AGJ is the sole national publication of the AGA. It provides news, game 
commentary, instruction, and articles of general interest for Go players of 
all strengths. Published six times a year, it is free with the $12 yearly 
membership in the AGA. Asample application is on page 2. Back issues: @ $2; $7@ 
for volumes. The American Go Journal is protected by the copyright laws. Repro- 
duction inany form is forbidden without written permission of the American Go 
Association, P.0. Box 397, Old Chelsea Station, New York 10011. 


General Editor: John C. Stephenson 

Managing Editor: Terry Benson 
Translations: Tako Onishi & 

8111 Spight 
Assistant editor: Don Wiener 

Advertising: Masao Takabe 
Photographic Consultant: 

; Robert H. Rusher 

Distribution: Dave Relson 

Bills: Matthias Thim 


American GO Association 


P.O. BOX 397 
OLD CHELSEA STATION, N.Y. 10011 


1977/78 AGA MEMBERSHIP APPLICATION / GO REVIEW ORDER 


NAME: Date: 


ADDRESS: 


_ZIP 


I enclose payment for; 


a new AGA membership, Residents of the U.S. and Canada: $12.00. Non-res.: 
$16.50, This membership is for the remainder of 1977 and all of 1978. 


an AGA membership for calendar year 1977, Residents: $7. Non-residents: $10. 
(All AGA memberships are being annualized: they will be valid for a specific year. ) 
an AGA membership for calendar year 1978. Residents:$12, Non-residents: $15. 


The special "new membership"above is open to anyone who has not been an 
AGA member within the last five years. 


$ as an extra voluntary contribution to support the AGA in promoting Go. 


$3.25 each for copies of Go Quarterly Review. Check off on the list below 


the issues desired. Most are 


$2.50 each for copies of Go Monthly Review. verv limited in quantity. 


5 
'y 
Total Amount of check or money order enclosed. 


THANK YOU FOR YOUR SUPPORT 
THE AGA EXECUTIVE COMMITTEE 


PLAYER INFORMATION: 
Go Strength: (Use the traditional Japanese amateur dan/kyu ranks, the AGA 


rating system - a table in the back of every AGJ equates the 
two, guess, or describe in some way.) 


Occupation Where did you learn Go? 
How did you hear of the AGA? What Go organizations do you belong 
to Are you interested in tournament play Citizenship 


CLUB INFORMATION: If you belong to a Go club or group, please include on tnis form 
(back) or have sent the following information: 1) Name 2)Address and time of regular 
meeting(s) if any. 3)Name, address, and telephone of club organizer(s). 4)A list of 
all club members or regular attenders (addresses if possible) with playing strengths. 


The AGA expects all affiliated clubs to promote AGA membership as much as possible. 
The AGA provides existing and organizing clubs with every aid possible, Official 
chapter status requires 5 AGA members, 1 AGA tournament per year, & openness to all 


int d 
ae GO REVIEW ORDER FORM 


° MONTHLY : QUARTERLY : 
ADDRESS: Oct 71 = Nov 72 Sum 73 Win 76 
: Feb 72 Jan 73 ss Fall 74 Spr 76 
ZIP Mar 72 Mar 73 Win 75 Sum 76 
4 June 72_ Apr 73 Sum 75 Fall 76 
Please use the back of this form for comments, ideas, bay 7 wa 
offers of help, requests for information, etc. THANKS. No. of copies of 


Monthlies (in order)2,4,2,1,2> 
10, 7 808 


MY CORNER - EDITORIAL 


This double issue ts the beginning of a catch-up phase for the AGJ. It 
has been obvious for some time that "something had to be done”. The prob- 
Lem, as usuak with volunteer work, 4s too much to do and too few to get 
4t done on time. Thankfully I had the assistance of many in preparing 
this issue: two Long term Journal workers - Tako Onishi and Bob Rusher, 

a necent contributor - Bill Spight, anda fast typing AGAer from Minnesota - 
Don Wiener who appeared out of thin air and wanted to help. Without them 
you would stikl be waiting for a Journal. For the future, the Ann Arbor 
Go Chub has offered to help, if not completely produce, an upcoming issue; 
and IT keep Looking and asking for others to help share the work. 

1§ it tsn't obvious, the process of obtaining, editing, Laying out, typing 
every word, proof-reading, and pasting up the Journal is an arduous and 
time consuming fob. Until it is possible to professionalize its produc- 
tion, we will have to depend on volunteers; and the more there are the 
Lighter wikk be the Load on any one. Breaking the AGI down into bite- 
Sized pieces is difficult. Also, since everyone who might help can't move 
to New York, I am going to try bringing the work of the Jounal to you. 


THE FORM SHEET AND SAMPLE PAGE FROM LAST ISSUE (BELOW) ARE . FACING) PAGE; THEN REMEMBER TO ALTERNATE FROM, THEN on. TLL 
TO DESCRIBE THE MECHANICAL PROCESS. OF PREPARING AN AGJ PAGE JUGGLE THE. PAGES. mapy ET ALL GOES TOGETHER, 6)TYPES OF AR- 
FOR DELIVERY TO THE PRINTER. BEFORE DIVING IN, THERE ARE TICLES NEEDED ARE AJUPPER KYU OR UPPER DAN LEVEL GAMES ~ 
SOME GENERAL PRINCIPLES TO BEAR IN MIND. ) TO’ PREVENT -OVER- HOSE WITH NEWS. INTEREST ARE BES] © WITH COMMENTARY BY A 
PRODUCTION (PERHAPS A DELUSION) AND DUPLICATION OF EFFORT, 5-DAN OR (PREFERABLY) HIGHER, B)ANECDOTES, C)PROBLEMS, ES- 
A LETTER TO THE EDITOR ABOUT [NTENDED. ARTICLES LONGER THAN PECIALLY FROM ACTUAL,PLAY, D)IDEAS FOR CLUB PRONOTION AND 
By FACE US ADV|SED: BUT NOTE: | AM AN ERRATIC CORRESPONDENT, INTERESTING “VISUALS” OR FLYERS, E)COMMENTARY OR ARTICLES 

YIN ADVANCE | AM GRATEFUL FOR EVERY H7OF HELP OFFERED - TRANSLATED FROM JAPANESE, CHINESE, OR KOREAN GO MAGAZINES 
WHETHER | CAN MAKE USE OF IT OB HOT, SIARTICLES MIGHT NOT. ARE GREAT; BUT YOU MUST CHEGK WITH THE EDITOR TO BE CER- 
PPEAR INSTANTLYs BE PATIENT. 4)My LAY-OUT STYLE IS “DENSE: TAIN THE RIGHTS ARE CLEAR. THIS IS IN ADDITION TO AN EDI- 
SQUEEZES AS MUCH AS POSSIBLE ON THE LIMITED NUMBER OF TORIAL OK BEFORE COMMENCING ANY MAJOR PROJECT. 
PAGES, IN PREPARING A PAGE FOR THE JOURNAL}-THINK TIGHT) 
EP DIAGRAMS/GAME RECORDS NEAR THE COPY REFERING.TO THEM, : MECHANICS 
(THINK OF THE WAY YOUR EYE TRAVELS ACROSS THE PAGE.) ALSQ, 
TRY TO KEEP THEM ON THE SAME PAGE IF POSSIBLE. IF YOUCAN’T, THE: AGJ 18, ]YPED oH A SELECTS TYPEWRITER UsING A 12-To- 
THE FIRST OF THE TWO PAGES CAN BE AN EVEN (I.E, LEFT-HANDOR THE-INCH, -"LETTER GOTHIC”, ELEMENT. FOR A CONSISTENCY 


Soames rere Ae OF “LOOK” , IT IS BEST TO FIND OR QBTAIN 

se Exa pe of PASTE-Up Pook. Revace By HWseeT on PS. «THIS ELEMENTS IT JS NOT,MANDATORY, FOR. THE 
“ ww dark SHOET Te stew CED LIMES AAO DIFFHEELRED int PAPERS. fAKE OF ECONOMY, ELITE” SPACING IS, 

visible ink) : CLEAN’ TYPED COPY FROM A GOOD RIBBON IS 

: ALSO IMPORTANT IN REPRODUCTION. THE STAN- 

oF sex DARD, REUSEABLE, HOME-TYPE RIBBON IS NO- 


GR 4 (81 - 133) TICEABLY WORSE. 


"GR 4 (81-133) é es 
As “Wiebe ts 5 ae BH 

; W82, This ko-~ At move 80, Ss NT . S REDUCED 8B} 

' sumi tsuke pre- Se: AC senate: ee te THE PRINTER TO oR 2 ARRIVE AT OUR i 

| vents the wata- 2-| a4, B85, W91, Ba X 24) PAGE OF TYPE, ,THE FULL PAGE Is 5%’ 

' pi: B83 and 85 f was necessary Ac> X 8s", THERE IS A RGIN ON ALL SIDES 
are necessary cordingly, atmove (8t€r ON THE FINISHED PAGE. ONE SHOULD NOT yI0- 
. to-survive. 86 one would wish , macéed LATE THE 6 x 10 LIMITS BY MORE THAN *” AND 

W86. This next BOTW to play enter- ‘odsule ONLY WHEN NECESSARY. 

BY move was a ter- o prisingly at 91. - the gage OF COURSE ONE MUST LEAVE ROOM FOR DIAGRAMS 
rible mistake. Also atW80, even { re OpIDST Tug aTYPE Sp LOWING FOR THINGS hake: 
Tt was, of course CI had Bnot replied, "DIAGRAM 4” AND TAKES KO AT 2". DON’T 
played to pro- gz T W might instead ” MAKE IT TOO TIGHT; MEASURE CAREFULLY. 
tect against a £@i t have played for DIAGRAMS CAN BE MADE IN A VARIETY OF WAYS. 
B push up to A. thickness at 131 | CUTTING OUT OR XEROXINGS ALREADY EXTANT 
But first W had [ [ORSOE® in the lower left. - ‘ DIAGRAMS FROM GO MAGAZINES OR BOOKS IS BY 
to descend at 91. [1 ‘At move 83 B _.! FAR THE EQSIEST. GET THE BEST COPY YoU CAN. 
If B doesn't did not play at | "LETRASET" RUB-OFF SHEET GET: BLACK 
answer, he will ¢c 91 because it 7 | NUMBERS IN BLACK. CIRCL§R AND, WHITE NUMBERS 
get into real ~~@@O@h--+- aoa aid have bees N WHITE CIRCLES) 3... "AVERY" LABELS 
difficulties as = painful to have 2° 710" WHITE CIRCLES), AND A LINED GRID 
‘in Diag. 14.+++ to make smell satel 3/8" PER LINE) MAKE GOOD DIAGRAMS. A MA- 
So B must reply life as in Diagram iS..After + - GIC MARKER TYRNS_THE WHITE CIRCLES INTO 
at a. Wcan then : HII geets to bed BLACKSTONES". THESE DIAGRAMS WILL BE 
play at 86. Be- a i : | OVERSIZED; FOR THE PURPOSES OF THE PASTE- 
cause Bwas able 4 At move 92 {t seems that | | UP_SHEET, LEAVE ROOM FOR DIAGRAMS * THE 
to get 91, he © +P et W must play the kikashi at » QYZE OF THOSE PRODUCED BY THIS METHOD. 
has the sashikomi at B left to aim 131 (B replying at 93). oT INCLUDING “Diac.4" Etc.) THE WILL 
at. Go Seigen: “Having played kosu- Without the exchange W92, >— -. SHORTLY BE DISTRIBUTING A CUT AND PASTE 
mi-tsuke at 82, W91 is required. To , B93, W could reply with the SHEET USED BY MANY OF THE EUROPEAN GO MAG- 
neglect this is to break a house tsuke at 133 to the B play AZINES. WITH EITHER OF THE DO-IT-YOURSELF 
rule." Indeed this was a terrible at 99; then if Bb, W could «~ * METHODS, IF YOU ARE CONSISTENT IN THE — 
blind spot; Fujisawa was under the yield’a bit atc. SPACE YOU LEAVE FOR THE DIAGRAMS, THE 
impression that he had already played It ts hard to-tell if : PRINTER CAN, HARE THEM ats) ITH SUFFICIENT 
it! He first realized his error B101 is good or bad. 131 a LEAD TIME, Bos RusHer (Acd PHOTOGRAPHIC 
when B played there. would be ordinary, later it will : CONSULTANT) CAN PRODUCE EXCELLENT DIAGRAMS 
sektom,here on, F is completely de- yield aji. The hane at 6109 is a DHSS aR Aa EEALORR Ee caer dee Sey oF 

fensive. For example, a play at 132 . Seale ues 
eid tater sarge plas evenvan exalts tte ove. THIS CASE, IT IS NOT SAFE TO TYPE THE COPY 


‘instead of 94 Wd ha’ ‘intai “2 

B i's slight leads Or ae ile FW Diamramare aa + UNTIL YOU WAVE THE FINISHED DIAGRAMS ON 
had played as in Diag. 16, hehad a would be success= { : a 

Sierra eS iy gd Seer Loh eS ra, 

} . > rik He THE FINAL STEP IS TO PASTE THE TYPED COPY 

SH sbpeer Nie j “f ONTO A SPECIAL. GRAPH PAPER WITH LIGHT BLUE 

the board is well a ie (WHICH THE. PRINTER CAN FILTER OUT), 


defined, in THE SHEET. MUST. BE. NO SMALLER THAN 11s" BY 
| rem Pie ON THIS, ONE WARKS THE CORNERS OF THE 
rT * At 132 W t H NON-REPRO} NG BLUE 
RA. eade, ar ovecslanes but oe oe neat a: PENCIL, THE TYPED COPY. 1S PASTED ON WITH 
M his will to fight. W could have si RUBBER CEMENT. BE LIBERAL. SQUARE THE PAGE 
But {E' looked as 1f Fujisawa's played at d at any time. At 132 2W ‘cansee'@) USING THE GRID LINES AND REMEMBERING THE 
: ; ' 
F GLUE* 


fighting spirit was broken. play at e would also leave Black 


alli; An Ingenious play typical of better off after the series: 8131, ; SA ee ge ah ay 
shimoto. » Bb, Wh, B » We, * 
Wes Bb» Why B connects at 122, Wes GETS ON THE COPY, LEAVE 17 ALQNE, THE TYPE 
1. | WOULD "COME UP-WITH THE GLUE, PASTE ON THE 


With this loss to Hashimoto because , 
| of a single careless mistake, F is A model game for Black. Panen 
now pushed back to one to one in this 

series. 


DIAGRAMS AGAIN USING THE GRID. IF YoU Do 
Piety NOT HAVE THEM, MARK THEIR POSITION WITH 
. (ff! THE NON-REPRO’ PENCIL (USED FOR ANY MARKS 
et YOU NEED BUT DON’T WANT,SEEN). HARK THE 
Neotepre CORNERS OF THE PAGE 2/3” FROM THE CORNERS 
bl. f OF THE TYPED COPY IN DARK, VISIBLE INK. 
ae, WEVER. -IF YOU DO EVERYTHING THE 


133 plays. B wins in the midgame. 


Tt "FINAL nee WILL: BE QUITE HAPPY, TO CUT & 
—! PASTE, SAID_BEFORE, | AM ALREADY 
GRATEFUL: : eS 


TERRY BENSON, EDITOR 


TOURNAMENT AND EVENT CALENDAR 


15 October, Meeting of the Executive Committee of the AGA. 7:30pm. 
Hotel George Washington, New York City. Contact: Terry Benson. 

22 Oct. (Sat. ) MIYAZAKI TEAM TOURNAMENT, 10am/Nippon Club/145 W57/ NYC 
Teams of 3. All games handicapped. Trophy & prizes.$18/player w.lunch/Those 
interested call: Mr. Shimura/Miyazaki Co./401 7th Ave./NYC/10001/760-1800 

23 Oct (Sat): NewYork Go Club October Handicap Tournament. 10:30am &as below. 

24 Oct (Sun): NYGC October Open. 10:30am. Members:$4. Others: $6.Refresh- 
ments served. AGA membership is required, one can join at the door. 

November: The Princeton and Connecticut Open Tournaments are tentatively 
scheduled for this month. Details will be announced as available. 

e ae ee Letras ae Details as above for the October NYGC 

16 Dec. NYGC December Handicap tournaments. 

17 Dec. NYGC December Open 

28 January 1978: ANN ARBOR GO CLUB HANDICAP TOURNAMENT. 8 players per sec~ 
tion, according to rank with cash prizes for 1st and 2nd place in each 
section. Fee: $3 in advance and also at the door before noon; $4 after. 

Time:Registration:11:30. Play begins at noon. 

Place:. Ann Arbor Go Club/ Room 2050 of the Frieze Bldg. on the campus 
of the University of Michigan in Ann Arbor. (The corner of South State 
St. and East Michigan). 

Rounds: 4 plus those necessary for tie-breaking in a MacMahon, double 
elimination format. 45 min./player. 30sec. byo-yomi. 

AGA membership required for all players 20 kyu or stronger. 

Contact: Dave Relson/ 432 Fifth St./ Ann Arbor, Michigan 48103/ Tel #: 
(313) 995-3636. 

Please brings Sets and Clocks if possible. 
All games handicapped with 43 point komi to white. Even game komi : 545. 

11 & 12 February. 19th ANNUAL NEW JERSEY OPEN CHAMPIONSHIP. The oldest AGA 
tournament will be held in its traditionally comfortable setting at the 
Bell Telephone Laboratories in Murray Hill, New Jersey. This is a two- 
day Swiss-MacMahon, double-knockout tournament of 6 rounds plus tie- 
breakers. Depending on the size and composition of the field there are 
prizes for the Open Champion, N.J. Resident, San-dan, and Kyu champions.. 
REMEMBER TQ SAVE THE DATES AND COME TO THE LARGEST OF THE EASTERN 
WINTER TOURNAMENTS! 

For more information contact Bob Ryder/21 Sunset Dr/Summit,N.J. 07901. 


KKKKIKKK ERK IKKE KERRIER RERERERRERERERERER 


"GO PERSPECTIVE” PLANNED AS NEW NIHON KI-IN ENGLISH MAGAZINE 


The Nihon Ki-in is planning the publication of a new, free, 24 page, bi- 
monthly English-language magazine, "Go Perspective" starting in November 
1977. It aims to publicize go as widely as possible and attract new play- 
ers to the game, Completely different from "Go Review" and using a pamph- 
let format and color photos, it will include general introductory articles 
on Japanese traditional culture to appeal both to present and potential 
players as well as go news, commentaries, problems with prizes, beginner 
and kyu level articles, address lists of clubs, etc. 

It will be distributed free and as efficiently as possible through the 
go organizations of each country. Consequently the Ki-in has asked each 
AGA club to contact them directly: Nihon Ki-in/7-2 Gobancho, Chiyoda-ku 
Tokyo/ Japan/ Attn: Overseas Department, and tell them how many copies of 
the new magazine your club can effectively distribute. 

For those hoping otherwise,"Go Review" is definitively dead. The AGA has 
yet to receive the Spring issue, present subscribers should especially note 
the letter from the secretary enclosed in this issue, and notify the AGA of 
your choice. A list of the back issues available is included on page 2. 


The PHILADELPHIA TEAM 
TOURNAMENT, April 17th 

at U. Penn's Houston Hall, 
was a 4 team round-robin. 
The winning team (pic- 
tured at left) was the 
"Tri-State Team" composed 
of (from the left) Steve 
Beck (Bloomsburg, Pa.), 
Harry Gonshor (N.J.),and 
Quentin Dombro (Wilming- 
ton, Del.). Don deCour- 
celle, Tournament Director, is at the right. Each team included a dan 
player, an upper kyu player, and a lower kyu player; all games were handi- 
capped. 2nd place went to the Zen Go Circle Team of Takabe, Tanaka (both 

2 dan and alternating on the first board), Benson, and Laird in a last 
round showdown with Tri-State. The 2 Philadelphia teams (Harvey, Gawley, 


Watt and Goto, deCourcelle, Wood) were 3 & 4. No home court advantage bia 


! 

THE MARYLAND OPEN May 29th il) Mm 
was againa very successful 
event. 36 players in 5 sec- 
tions ranged from Shin A. 
Kang, Eastern Honinbo, to 
David Hollander, 25 kyu 
from Baltimore. The Open 
section was won by Mr. Kang | 
ina last round victory over 
Yoong Paeng of Pittsburg. 
(Pictured below in a hap- 
pier moment at the New York © 
Open.) Over % of the players 
in this tournament were 7kyu 
or lower. It is by far the 
best opportunity for tour- ~ ‘i ‘ 
nament play for lower kyu players of any event held in the ay The view 
of the Great Hall playing room on the campus of Johns Hopkins includes 
the inveterate tournament goer Harry Gonshor (lower right) playing John 
Maier, 4dan from Washington; standing are Jin Bai Kim 
(back to camera & Section A winner), Jim Pickett (now 
running the Baltimore Go Club), Dave Gawley, Wolfgang 
Freese, Ragnar Harvey's and Jim Payette. Bob cialbsald 
(Balt) won Sec. 
_ B, Roy Laird 

. (NYGC):C, Milt 
+ Evans (Greens- 

boro, N.C.):D. 


The NEW YORK 
OPEN held at a greatly refur- 
bished New York Go Club on June | 
26th drew the largest and strong-— 
est dan field this year: 12 includ-\ 
ing Messrs. Matsuda,Paeng,Kwon, 
Brauner, Ishikawa,Horiguchi. The — 
finals, not unpredictably, pitted! 
Mr. Matsuda vs Mr. Paeng, and he 
justified his long trip with the 
N.Y. State Title. The 8 player NY Pe Gianpionehia was won by Peter Wynn 
of Ithaca,NY. (Pictured are (from left) Andrelos, Ishikawa,Grace,Paeng,Kuo,& 


Matsuda. ) 


MICHIGAN OPEN HAS 20 ENTRANTS 

The MICHIGAN OPEN was held June 4 at the Ann Arbor Go Club and drew 20 
players. Yuji Morioka won section A with a perfect 3-0 record and 
Bruce Wilcox upset Yong-Gill Kim to take 2nd place. Section B was won 
by Hsuan-Kun Hsiao with double victories over Dave Relson who placed 2nd. 
The Handicap Section went to Phil Fleming, 15 kyu, who amassed a 5-0 re- 
cord. (The rating system will have to take care of him.) 

This was the first of the Ann Arbor GC's AGA tournaments and is a good 
sign of things to come in the Mid-West. Those of you who find New York 
too far to travel should watch the tournament calendar for Ann Arbor's 
quarterly events-presently planned for the last Sat. of Jan. ,May,& Sept. 

NEW YORK GO CLUB MONTHLY TOURN. MENTS 

Those of you traveling to or through New York, pla. it for the third 
weekend of the month and catch one of the New York Go Club's monthly 
tournaments: Saturdays for handicap and Sundays for even game. There 
are cash prizes and immortalization on the wall plaque of the club 
for all winners. See the Tournament Calendar for specific dates and de- 
tails. 

May: The May handicap was won by Ben Shain, 5 kyu, who has made great 
progress during the year. 

The May Open was also the New York Go Club's Honinbo Elimination 
Tournament. It drew 12 players including Takao Matsuda (perenial club 
champion) ,Masafumi Oshima ( Japanese 6dan), Larry Brauner (club presi- 
dent), Takahiko Ishikawa, Katsumi Nishiyama, Harry Gonshor, Yuji Morioka 
(Michigan), K.C. Kuo, Yoshinori Imagawa (Consul General of Japan), Ed 
Andrelos (increasingly a threat), Hiroshi Takagi, and Moriaki Tanaka. 
After a quiet and predictable first round, upsets .became the rule of the 
day. Ishikawa found his toughness and brought down Mr. Matsuda. Nishiya~- 
ma, playing above his head, caught Mr. Oshima. Brauner got by Ed Andre- 
los leaving the single-knock-out tournament with only its #3 seeded play- 
er, Brauner, left. Nishiyama was eliminated by Matsuda, and Brauner beat 
Ishikawa to win the right to represent the club at the Eastern Champion- 
ships. 

June: The New York State Handicap Tournament drew 12 players from 5states, 
Ger Schmidt (Princeton) beat Frank Wyse (Ga.) to take 1st prizewitha 4-0 re- 
cord. The June Open was the New York State Open reported on the last page. 

July: Frank Bernhart, part of a contigent of 5 players visiting New York 
from Bloomsburg, Pa., took the Handicap tournament. While Larry Brauner 
won his fourth NYGC Open tournament of the year. 

August: Brauner continued his dominance of NYGC Open tournaments by win- 
ning his 5th. 


INDIANA U. HOLDS "THE HOOSIER HASTY" 

The IndianaUGo Club is bursting with activity. The"Hoosier Hasty" was, 
as one might guess, a speed go tournament won in this case by Jim Angler 
(6-0) over Paul Purdom (5-1). These two are the strongest players in the 
club and their emergence in the finals was no surprise in spite of add- 
ing one stone to the normal handicaps of the weaker players. At 10 min. 
per player, intuitive moves are at a premium and uncertainty in the face 
of complications leads to loss one way or the other. When the"flag" falls, 
you lose; so being behind in time is very serious. 

Indiana is also looking forward to another in its series of matches with 
Purdue, the oldest (and only) college go rivalry the editor knows of. 

It has also issued a challenge over the PLATO IV computer network to play 
matches on the net's terminals some Sunday. Any clubs interested should 
contact Paul Purdom, IUGC Pres., 2212 Belhaven, Bloomington, Ind. 47401. 

It has a club ladder, a once a week AGA rated game tournament, a solid 
group of enthusiastic players, &6 AGA'ers to make itan official chapter. 

Go Indiana! 


OFFICIAL AGA T-SHIRTS 


Official AGA t-shirts of two 
types are now available from 
the Ann Arbor Go Club. 

One features the AGA logo on 

: the front and, on 

the back, a board j H 

with the first | . 

100 stones of _ 

the 1933 Kitani- ~ Pies) 

Hasegawa game | 

that initiated the | 
modern fuseki revolution. (See ~: 
the AGJ, Vol. 9, No. 2, p.1ll, | 
Fig. 5.) The colors are blue, | 
yellow, and green; sizes:sm., ~; 
med.,1g., and (except blue) | 
ex-1g. Price: $5. 

Or one may order a "geta" t- ae es 
shirt with the charming de- 
sign pictured here:7It speaks 
for itself; even non-go players find it "cute". Colors: gold ( med. &lg.), 
green (med. & 1g.), and blue (sm., med., & Ig.). Price: $4.50 

Both can be ordered by mail from the Ann Arbor Go Club/ c/o Dave Relson/ 
432 Fifth St./ Ann Arbor, Mich. 48103. Proceeds go to the AGA. Please spe- 
cify alternate choices, add 75¢ postage and handling per shirt, and make 
checks payable to David Relson. 


TAKAGAWA FILM NOW AVAILABLE TO CLUBS 
The Japanese Ministry of Foreign Affairs has made a film about go and 
Shukaku Takagawa, Honorary Honinbo. The film is 16mm color and 28 min. 
in length. It is the best film available for publicizing and introducing 
the game. Japanese consulates and embassies have copies of the film for 
non-commercial use, and the AGA is in the process of obtaining a copy 
and making video-cassettes for distribution to AGA chapters. Details 
will be announced soon in the AGJ. Contact: Terry Benson for more info. 


1976 U.S. HONINBO TELEPHONE MATCH 
As important perhaps as having 
our tournaments, ratings & clubs, | 
is raising public consciousness 
of our game. The Baltimore GC 
under the leadership of Bob Gross» ) @am 
and Roger Barth got coverage of ' Re 
last year's match on television at 
and in local newpapers by a com- 
bination of their own effort and 
the aid of the Hopkins U. PR 
department. 
Local clubs 
have better — 
access to 
the media 
than does 
the AGA in 
the satur- 
ated New 
York area. 


1976 NORTH AMERICAN HONINBO 


Finals, 


Black: Shin A. Kang, Baltimore GC 
White: Kyung Kim, San Francisco GC 
played by telephone between the 


two cities on Dec. 5, 1976 
Komi: 5% 
Time limit: lshr./player plus 


60 seconds byo-yomi. 


Commentary by Mr. Haruyama, pro 7 dan 


B33. A kosumi at 98 is better form. 
B37,39 are very sharp moves. 


W36 at 167 would be much calmer. 


B47 is not severe. 


B53. Capturing the two stones would 


be simpler and better. 
B67 is better placed at 249. 


W74 is better at 76. 


i 1 


B85. The correct move here is at 87. 


Game Record_1 


W126. Up to this point white is ahead. 


90) 


B127 is an attempt to turn the game 
back to Black. W156 is unnecessary. 


oO <=) 
OAC 


ro 


4 


in PE Bind : 28-44 


Ne 


2) Le pe Le 


ite) 
‘eo 
‘et 
Of 
20 
Ss 


oO 


as 
EY, 
sons 
gO8 
re. 
Ot 
= 
¢ 


eS 


Co 


+ 
o's 


Zur 
zy 

oy ue 
= + 


>. 
cA 


7 CYC OG) 
So: sag 


20 EDM 1 8)C 


Dw) 32) 


666236 62 


ic 


(Hed 006 (és 
| aaa, 


Game Record 3 
B233=231 
lays. White wins 


W264=241 
by 5% 


42 


94 


N39 
40) 
2 } 46 
62 
(201-267) 


points. 


“Game Record 2 (101-200) 


UNITED STAFES KYU CHAMPIONSHIP 


Finals 
Black: Mark Rampel, San Francisco GC 
White: Bob Gross, Baltimore GC 


Commentary by Takao Matsuda, 6 dan. 


B5 at 17 would have been the ortho- 


dox continuation. ‘ 
The strategic thinking behind W8,10 


followed by W12 is excellent. Good 


Go play consists of planning "what 


one wants to do" and executing this 
in the most efficient way. Planning Lé 
is strategy and how well you do this 


is talent. The efficient execution 


Game Record 1 


(1-100) 


of strategy is tactics, and how well you do this is skill. 

W8 at 130, a pincer attack against B7 and a good extension from W2, is 
my preference. 

After W8/10, B should have extended to 12, And this is another reason 
for W to attack directly at 130, 

B13 is highly original. Normally, if a play at 
this side is made other than the usual corner 
shimari, it would be at 42, the "Chinese" open- 
ing, or at 49, a more recent variant. The in- 
tent here is to invite a corner play at either 
17 or 14 and to attack it. 

B15 would have been fine it the B13 stone were 
at 42 or 49. In this case, I believe the most 
interesting continuation for Black is B15 at 
17. And if W answers at 18, B continues at 19, 


Wat 38 and B13 now becomes well placed. There- fof pp 
fore, after B plays 15 at 17, W would play the | he aeas 
avalanche variation as in Diag. A. B5 is the ly pase (es ca cs 
key play. If W batt ote 
follows up with the a 
usual plays at 6 and = -e- } pa 
8, the B9, W10, Bll b-| | ao 
variation is important. ree see 
This favors B because | | 
Wis forced to play 
low at 24. Diagram A 
As Diagram B: W 10 variation does not work because 
|_| gt W12 cannot be played at a for B at b, W atc, 
i i Bat12 captures ina ladder. After B13, this 
ee ie | exchange favors B, 


W16 is an over-play. W should settle this group 
as in Diagram C: This illustrates why B13 is 
not played and also why B15 lacks force. 

B17 should be at 44. B's thinking should be 

to separate the W14 and 16 stones. B17 and 

19 being safe or, to put it more kindly, mak- 
ing territory, was uncalled for here. W20 had 
an excellent chance to recoup on the W16 over- 
play by playing at 72. 

B21 does not take advantage of W's poorly placed 
stones, Diagram D: B1,3,5 follows a classic 
pattern of separating the opponents stones by 
leaning on one side, building strength and 
attacking the other W group. 


ape 
aS iL 
Diagram C | ¥' i OH e le. 
W22 is a good attack and Se. -_ mee | 
an extension from the W16 [_. 7. ie ale ! a 
stone. W24 is questionable, | Z es | | | 
especiatly in viewof the bo keal Pe. ! | 1 
very interesting B25 play, [Te Peal al 1 


| 
B25 would not haveoccurred | { [ [ | fy | re zi 
to me because W26 separates [i Tt i | bis [4 
the B forces. Diagram D Toe i 
Diagram E: This exchange favors B because it revives the | ie at 
two B stones abandoned in the early part of this game. : 
Diagram E 


W24 at 26 is more sound. al “ee Te ek jos 


B27 is a bad play, but saved by the bad W28 

play, W28 should be at 29 as in Diagram F: 
his exchange is good for W, If B6 at 7, Wat 
6. B31,33 made a sizable gain in this corner. 

B37 should simply one-skip towards the center 
from the B13 stone. 

W42 was better at 71. Diagram G: Wl is the 
strongest line. B2 need not be feared, B10- 
16 is a technique to fully utilize the 
sacrifice stones. 

Having played W42, W46 should cut at 47 and 
the sequence should follow a similar pattern ; 
as in Diagram G. With B51, B gets an unde- Diagram F 
served good result in this exchange. 

B53 is a key attack point. B55 was an over-play. 
If W56 was played at 59, B would not have a 
good line of continuation. B55 should be at 
57. If W at 63, B at 55, Or if W at 58, B at 
63 and B plays for the aji at 59. 

B57 was better at 62. W58 should be at 62, and 
if B at 58, W at 63, B at 61, and W at 82, 

B61 should be at 62. With W66, W gains a 
sizeable corner. 

B67 does not work if W responds directly above 
it. And if B67 at 68, W at the point below it. 
Therefore, B67 should be either at 91, immo- 
bilizing the W stones in the right center, or 
at 70, if played in the lower left. 

After W68, B should push through and, after W u 


blocks, cut at 86. HHO 
W70 is big. W74 should be at 147 (on the right rt 
side). a a 


B79,81,83 were well played and with B87 and 89 - a 
he takes the lead. TT 
Then W began to erode B's game. B103 should 
be at 115. B127 should be at 128. B137 should Diagram G 
be at 159. And finally B 153,leading to W156, Game Record 3 (201-300) 
losing the B group. Overall, B played 


T ape 
well in the lst sand W played a good 
catch-up game in the 2nd %. The game was @ nage pot ton 
decided when B lost his upper rt. group. soe uf : pO BOO 
60) PEP ES Ges 6X) +406 ) 
Lt peo crceenssprres TOO Sepeacomes Le 
(OD OOSHICH LG “eer tate tae 
re ‘de Deo ee ees 
PZ 50O Otis Oe: 96 Leese 
@QEO Thay OOP OOO @ 
56-9 6? 60 oate Lg 
r+ + © 95793 ree + Sr 
r 5 3 3406 Hea? Or 
8, Se cocoge 
og OED] | Fo 
23 33 4244CD70@ 
oN 28) p04 mand c 
oe Bie PN aint. Vited 404 
: ame 
O 
Ie 
205-T15 206-114 208-T16 211-T15 
214-T16 217-T15 220-T16 222-118 
223-T11 224-T19 225-T15 263-S18 


264-T19 265-E18 270-D18 


Game Record 2 (101-200) 


AGA EXECUTIVE COMMITTEE MEETING 
by Helen Cayne 


The Executive Committee met on June 17, 1977. Attending the 
meeting were Terry Benson, Bob Gross; Dave Relson, John Exter, Dave 
Gawley, Masao Takabe, Matthias Thim, Helen Cayne and Takao Matsuda with 
John Stephenson presiding, 

The Treasurer's report led into a discussion of membership and 
dues. AGA income will automatically be less in 1977 due to the loss 
of Go Review income, Membership should be the prime concern of everyone 
since membership is crucial to the survival of the AGA, There is a 
great turnover of Go players and AGA members which must be stopped, 

Two motions were passed in connection with membership. First -- dues shall 
be raised to $12 per year; second -- any NEW members joining after July 

1 would have free membership for the remaining 6 months of this year and 
the $12 dues would be applied to next year. All former members would be 
excluded from this incentive membership. 

AGA vice-president Takabe reported that he is continuing negotia- 
tions which started in Japan last January with Japan Air Lines to sponsor 
major U. S. tournaments as it does in Europe. Mr. Takabe has been 
working closely with Dr. Kamayama of Columbia University and a motion 
was passed appointing Dr. Kamayama an Advisor to the Executive Committee. 
The Nihon Kiin discussed with Mr. Takabe its intention to discontinue 
the Go Review due to the continuing financial loss. There will be no 
professional Go group visiting the U. S. from the Nihon Kiin this year 
but hopefully some pros would be interested in coming here to partici- 
pate in the Eastern Semi-finals. 

The Committee discussed an offer by Richard Bozulich of the Ishi 
Press to supply copies of the new "Go World" magazine to fill out 
subscriptions of AGA members to Go Review. The Secretarial, logistic, 
and financial problems involved require some careful and lengthy 
correspondence with Mr, Bozulich. Failing that the offer will have 
to be dropped. 

John Stephenson reported that the Washington Chapter has been in 
contact with Asia Mail, an inter-cultural educational newspaper which 
would like to report on Go activities and carry special articles on Go 
in the U. S. The Asia Mail would like the AGA mailing list to send a 
sample copy to members. 

Terry Benson said that the Honinbo tournament will be held in 
New York City over the Labor Day weekend. The preliminary tournament 
will be on the first day. The semi-finals will be spread over all 
three days. Pre-registration for the tournament must be received two 
weeks in advance. The tournament committee will supervise the events and 
the New York Go Club has offered their space and manpower to help out. 
Larry Brauner is serving as Tournament Coordinator. Minimal funds were 
allocated for contacting the west coast and encouraging their efforts to 
hold a similar semi-final, 

The Sino-American Telex match will be held again this year and. 
approval was given for the tournament committee to work out all the 
arrangements. This is largely a good will event sponsored primarily 
by a Taiwanese newspaper and played under Chinese rules. 

John Stephenson would like membership reaction to two AGA 
reorganization plans before the next meeting when proposals will be 
voted upon, One would involve voting by the membership to elect 9 
persons to the Board of Directors for rotating terms of service with a 
maximum of three years. The Board would then elect the officers of the 
AGA. The second proposal would involve a delegate committee consisting 
of representatives from the clubs to run the AGA. 

The meeting ended with a motion to hold the next meeting in October 

to allow further discussion of new by-laws. The reorganization might 
then be completed by the first of the year. i 


24th NHK Cup Title Match 
(Lightening game) 


i] 


Commentary by Sakata Eio, 9 dan 


W:Honinbo Takemiya 
BiSakata 9 dan giving 5% komi 


G.R. 1 AGAINST STYLE 

Bl, 3, 5 are the now 
popular Chinese style 
fuseki. 

W6: A big point but 
W18, B27, or W8 are 
also possible. 

_}W8: If at 10, B will answer at 8° but 

‘2 Fi} this W8 is playable. 

ie te tt tt | W112: This was completely unexpected. 

Game Record 1 (1-30) Since Takemiya likes a moyo game, I 

expected the sequence in Diag. 1 when I played the double kakari at Bll. 

: The moves to B15 are essential after W's 


pittirirrre typi : h ; 

i = | ct choice of the tsukeosae joseki at W12. I 
usually prefer territory to moyo, but with 

this developement I was forced to set up a 


f 
| 


) moyo. 
| 


Li W18: Against the nobe (stretch) B17, the 


ponnuki, W1 in Diag. 2, is joseki. But 
26 that leaves black a perfect hasami at 2 
or at "a" and W would be thrown off balance. 
Thus this hiraki (W18) is a must. 
B19: A typical sacrifice play. Up to W26, the game is even overall. 
W20: This kosumi is a tesuji. If WB, then the black jump in to 21 
does not work, but B can completely close off the left with a tsuke at 
20. This W cannot allow. 
B27: B takes a stance with this ikken tobi and the battle ground shifts 
to the lower right side. 
W28: But first W plays nozoki 28 as a probe. I can't say if this is good 
or not. 
W30: Usually at C. 


Game Record 2 - NO TERRITORY 


B33 to 39: These are thick moves but 
also a little too heavy. If Ba for 
33, then W obviously answers at 40; 
so I reacted with tsuke 33. 

B35: I considered playing at 39. 
Then Wb, B47, Wc, B51 and the game 
is completely different. 


-|-@- = 
| @@O+8- 


ae 
+ 


ToL tts] B43.&45: These could not{ ii | 

itt Ses be avoided,” W gains i || 
Pere territory with 46 and jit | 

riT Tit gt |} I don't like this gas 
EEE kind of game; but B1 {>t 

alae rae | and3in Diag. 3are | | |_t____t 

Ls Ceee!| too soft on W, pip 
FLEAS 

root Oe Game Record 2 (31-61) 


W52: This is katachi (correct form). Without this, the enclosure Bd is. 
too sever. The jump We as an alternative to 52 puts too little 
pressure on B, 

B53: This uchikomi is urgent. A B play at f lets W easily make sabaki 
(efficient shape) with g. 

W583: This kaketsugi (hanging connection) was too [7 
heavy. With 59 and 61 Black begins an attack 
which promises to make the game much more inter- 
esting for B. If W had played as in Diag. 4, 

B would have stayed in trouble. 


Game Record 3 - SHOULD HAVE LET WHITE LIVE 


W66: W searches for eyes with W62, etc. Against tt pits 
this 66, B could have answered at Bl in Diag. 53 4B 
but White settles himself with the sequence to W8. 

B67: To ial a an sa — B countered 


TL | ® with 67 & 

> o ko71...So at 

7 r at 66, White 
i 8 os might have 
PK ~ we been bet- 


Le ee lneig- ze | ter of f with HC@+ 
[08 O- O20 Ha] @ kikashi Wl [OT 


LOT EG QO8 i O94 | "to 5 as in 
erm: @se bC+ —| Diag. 6 and 
aed secure a 


form with W7 
or Wa. 
B79: As an at 
answer to bry 1 £95 80°8 : 
W78, B de- 
cided to 
secure the 
left side 
ame Record 3 (62-100 with this 
cut. I was aftaid that a W connection at 79 wouldt; 
be too severe for the top left corner. 
B95: Against W94, this was an overplay. B should have let W live eae 
Bb, W95, Bc. (Wd is the vital point to live.) 
W98: With this block, B is in trouble again. 


Game Record 4 - BAD LUCK IN A QUICK 
GAME. 


B3 to 7: B had to play dame like these. ¥ ODOT OO 
At 7 I wanted to cut at Bl in Diag. 7 1 oe. Sie ty i “30° @. 
right away. But with W2 to 6, the ; ate 
three stones fall. 

W12 was good, and W16 and 18 force B 
into terrible ee 6e0en. 7 
shape. But an , ee le 7 
analysis after a a 
the game showed §& 
that the con- AQ_SSiesye?™ | 
nection B19 was @ G02 804 
an error. Diag, @7VO@8QO 


8 (next page) ma mee Ceee | 
shows a better ~11/1 1 Pee | 


line. Hane Bl "Tg 


comes first. Against W6, B would play kikashi 
B7, 9 and 11. In the actual game B's connecting 
stone at a (B19 in the G.R.) was taken by W 
-| along with 4 others. 

B41: This was terrible. If B had lost the game 
this would have been the losing move. 


Game Record 5 - FATAL MISTAKE 


7” To tell the truth, I was thinking of ako behind 


this B4l as in Diag, 9. Bl to 
7 create the ko. If W8, then 
with Ba, Wb, and Bc, White 
a falls. Unfortunates~ag 
ly this was Wish Soe aoe 7 
thinking on my XO COCE [x 
part. It was bet- COCOLIC GGA 
ter to play kikashi@a B6O0COC 8 
B57 and protect 8 A eeuaSt 
the corner at d. "e" and"f‘would be 
left behind as miai, and the big B 
group. would be safe. 
Because of 41, W got the jump in the 
lower center and B got into bigger 
£6.19) 5 ——L trouble. 
Or 86:08. B45 is a vital point. 
—+C-@-| W46 was the fatal mistake. This should 
Oo - have been at 63. B's only kikashi 
left would be the nozoki at 66 and B 
remains in trouble. @ pe AO4 
W66 is a timely con- ~~~ 9OC8CS- 
nection which ; 3am 
turned out to be a @@@OLC.OL~ 
2 Si CY 


+" 9909°>- 


good play. 580 
B63 & 67: B started taking advantage @ra+e- 
of W's mistake. At 68 W thought he rt 
could find his way into Diag. 10 Tec! 
starting with W1. If B2, W con- rl 
tinues with 3 and B is sunk. Un- 10H 
fortunately B has a counter with the B2 in Diag. 11. 
Here W has to connect at 3 and with the cut B4, 
W is the one who is 


1B sunk, 
Game Record 6 - THE FINISHING STROKE 


Since W had to connect at W68, B69 seems 
to leave him without a chance. 

In answer to W78 and 80, B could go after 
Was in Diag. 12. With 17, B wins. 


‘OTe TSLe eater Instead B takes an | 


—t 


de easy way out by in 


QFO@@ vading. the corner 
eet Sa with sente. 
B105: Seeing this W 
o resigns. 


eo 
@ 205 plays. B wins 
in the middle game. 


W4atA, 89 takes A 6 
abs takes A Game Record 6 (168-205) 
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MIYAZAKI COMPANY, INC. 


SECOND OFFICE FLOOR 


THE STATLER HILTON 
401 SEVENTH AVENUE 
NEW YORK, N. Y, 10001 
(212). 760-1800 


TRAVEL 
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22-OF Be 
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NHK SEMI-FINAL GAMES 


easy |_| Game 1 
©9G8801+4 ame les 
86 78 74 80 2 O@--@-- tails B: Otake, Meijin. 
oD 28 SHOD+@ |} tM] Yi Takeniye, Honino 
© --@p 83 B 66. 72.170. 172 @- 10 @- . 
(PB 62 70 112-+--+-GQD 168 174) | 12°33 @- | 
fox 5X07 URIOSMLR LHI I63) +42 40®™ gas Fills at 40 
fig 114-+-G) 100 @ 120+ 176--+-G 46); 96 44. @D- 
| 8 102 10 CB 44 5 -B——+- 0} D4 92 takes ko at 62 
+++ @ us t -3O +O - B101 takes ko at 89 
+50-- ++ OOB1t+++-4 @ -+4- 106 fills at 59 
+76 -+ 54178 160 156 158. +--+ 30  4-+-+- B107_ fills at 90 
4BO 4) Gs OO® t Seta 
QB 14 et Bld +--+} 32+ 22 20 D+ , : é : 
—@2- ; | @Owman2@!-|@s@- sag By TEST gHaE ION 
4 ~ -+ G98 164 | OO 4uO@QnO@: @ 18 \28.~ : 
1 GO6® | 6OrxO@™- i+ Oie+- 
+ @ 64-+-® | 138. ED ---+--1- 124 @B 24°26 +- 166i 
i | 25) H 
i solo seis 
i ~32 26 58 56 @ j-+- i ie da tenia aren 9-dan 
i OB 2 6G ls 48 52 a ra Pee — Wi Yamabe, 9-dan 
eee Boas: en loee. 5% points komi 
= £ Gy 160 Pao ee wong of 
—+ @ 40@ 42 + ® = 58 4-+- Lees baton 
~~ OSB 44 46 OOO ss @ -+-+-4+-4-1 B91 takes ko at 79 
[-} % 60 10 36 54 @ so OB | -- oo a W94 takes ko at 88 
aa 67 152 -+- 148 a Esl eee Eee ape (bee W122 fills at 79 
 e@@ &2 64 66D Pl ca B 129 takes ko at 119 
: | rl W 132 takes ko at 120 
5 Gu@@or— F126 + ahaa B135 takes ko 
Oi ++) O4G—--D|-) ——w138 takes ko 
TOs 17 O} Orr B141 takes ko 
-19-4-- - 34 | 98+ 108-20. }- - W144 takes ko 
pop} maak 142-74, B®) 98° 128: 112 GD 118 - : ; ; 
4)-+ BO-- BF 2BOPOS 2 PBODE ues 6 Black wins by resignation 
Lg OPADOROEOD OSD 161 plays. 


Honimbo League Game 
W: Sakata 
B: Lin 
komi: 535 

G.R.1: The hiraki at 
B7 between the facing 
shimaris is too big 
to ignore, B 13 to 

W 20 is joseki. W 
has "a" to aim at 
later, 

G.R,2: B 37 and 39 are 
strong plays. With 


SO i 


re 48 W goes for sa- 

a ieee milk baki on the right 

26088. met side, 

- G.R,31 B 57 looks 
toward an attack 
against W while 
stabilizing his own 
shape, 

G,R,4: While attack- 
ing, B 77 and 79 
solidify his posi- 
tion. 

G.R.5: With the im- 
plication of a cut 
at "a", W 6 and 8 
indirectly protect 
the upper side. 
After W 22, B 23 
and 25 connect with 
good aji. 

G.R.7&8: W 52 is 

shobu-te (do-or- 

; : cr oo 3 die move), but B 71 
ot Beet . see and 73 are skillful, 

4 OTe Sy “e* ee 506 -2--| and B 75 delivers 

260+ ++ 40-4 2 @0— wi: - the coup de grace. 


W resigns after 
187 plays. 


NS Se, 


G.R.7 (151-170) G.R.8 (171-187) 


GOI IID IOIIOIIOI IO IOIIOI ICID IOIIUIIOIII I IOI IOITO Tk 


g-¢- Tey ‘A¥ @ « Bey J L FF 

(4x8 aha ret ¢ sy Tee $3, 
e % COME PLAY GO AT COFFEE SALON ZEN 
ocircle is) 


Boards and stones available during all store hours. 
Regular meeting night: Monday 6:30 - 11:00pm 
New meeting night: Wednesday 7:30 - 10:30pm 
142 WEST 577 STREET Playing fee at all times: $1. Players are expec- 
NEW YORK, N. ¥. 10019 ted to purchase a refreshment from the salon menu. 
Sign up for the ongoing "Saki" League Round Robin 
Tournament. AGA membership and $1 required. 


AGA rated games. Info call: Terry Benson 926-6519 
errr rrr rr rrr rere See eC PTT Pe Cee eS ee See SS 


TEL. 582-4622 
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LET"S CHANGE OUR WAY OF THINKING 
by Miyamoto Yoshihisa, 9-dan 
Questions by a Group of Amateurs Translated by Bill Spight 


Note: This game is between a fifth- 
grade boy, Kitamura Takamune, 4-kyu, 
and an unnamed 1-kyu, about 60 years 
old. Black won by resignation, The 
boy's father made the game record, 
which appeared in the newspaper. The 
boy just learned to play Go last July. 
* * * * 


The commentary is by Miyamoto, 9-dan, 
with questions by W, an amateur 5-dan, 
X, an amateur 2-dan, Y, an amateur 3- 
dan, and Z, an amateur 1-kyu. 


W: ...How about 1-20, sensei (teacher)? 

Miyamoto: All four corners are joseki, 
so, no matter who is playing, up to 20 
seems about right. Game Record 1 1-20) 

X: While you are still young, isn't it better 
not to stick to joseki? 

Miyamoto: That's not so. 

W: Up to 20 seems about right, but how is it 
for White? 

Miyamoto: White couldn't do much about it, 
under the circumstances, But the next play, 
Black 21, is way off base. 

Y: The Black form seems unfinished somehow, 

Miyamoto: That's right. 

Z: Well, if that's so, then where should have 
Black 21 been played? 

Miyamoto: If you play on the left side, a,b,c, 
or d in Diagram 1; if you play on the upper 
side, the 2-space extension (niken-biraki) at 
e; if you play kakari on the lower side, ko- 
geima kakari at f--places like that. 

Y: a, b, c, d, e, fexbut which one should one pick? 
Miyamoto: Choosing between them is difficult; but, going on 
feel, e on the upper side 

seems about right. 

Y: Then that's ten points 
out of ten. (Smiles) 

Z: After 21 Black was 
unfinished? 

Miyamoto; As you can see, 
Black's shape in the upper 
left (G..R. 2) without 
another stone at a is not 
quite right. Therefore, 
if White plays at 1 in 
Diagram 2, Black must 
reply at 2, As a result, Black A isa 
duplication, 

X1 How many points would you give Black 
21? 

Miyamoto: Since it is near the oba (big 

Game Record 2 (21-37) point), five, points is enough. 


W: White 22 looks like a good spot,.. 

Miyamoto; It's not a bad play, Other plays 
are a, b, and c in Diagram 3, but 22 is 
also good. However, 28 is bad, In this 

position, in- B 
stead of invad- 

4 jing the upper | 

side, Black 

a should play at 

1 in Diagram 4 
and White can 
reply at 2. 
So, instead of 

5 28, White 

should have 

played at a, b, 7 

c, or d in 

Diagram 5. 

With the move 

at 28, White fell behind overall by staying 

so much in one area. 

Moving along kind of fast, Black didn't 

have to be in such a hurry to push at 35. 

It would have been better to play hasami 

(pincer attack) at 37 right away. Even if White plays at 2 in Diagram 6, 

Black can play at 3, so it's no big deal, 

W: The fighting got started in the 
lower right. 

Y; White 38 is the Spor. 4 isn't it? 

Miyamoto: There are <-----8 +--+ 
lots of places for alia wee 
White to play 38. 

Z: For instance? 

Miyamoto: For 
instance, 1 in 
Diagram 7 is one 
possibility, But 
you can't say that 
38 is entirely 
wrong. 

W: White 38, forc- 
ing Black 39, fol- _._ 
lowed by the sagari --~ 

Game Record 3 (38-53) (descent) at 40 ~ 
looks a little too good to me., 

Miyamoto: It does seem that way, Therefore, for 
Black 39 I would like to go with 1 in Diagram 8, But 7 
maybe he was worried about getting cut by White 2-4. 
If you're worried, you're worried; but after Black 
5-7, White.doesn't seem to be very good, either, 

X: Black made a large play at ‘41, 

Miyomoto: That's a so-so move. But since Black is 
solid on the upper right side and he has nothing to 
worry about here, he could also play as in Diagram 9, | 
wrapping up a large package with the two White stones 
inside. 

Y:: Anyway, around here we'll start to see some bad 
moves, (Laughs. ) 

Miyamoto: In reply to Black 45, you can't say that 
White 46 is a bad move, but it's somewhat heavy; so, 


in) 


| 


as in Diagram 10, he could also jump lightly at White 1. 
‘ Z; I would never have thought of that light jump 

to 1 in Diagram 10. 

W: You're not the only one, either. (Laughs. ) 

X: 47 looks like a good keima. 

Miyamoto; It is the appro-y- ...-—-— —- 
priate play. =a 

W: White has nothing 
else but the tobi at 48, 
but what is this tsuki- 
dashi (attach inside) at 


fettepted: 2 ane 
ae Set Miyamoto: It's see tO; a 
Be a terrible play. oe oe AES. Raia 


errr | F 
. ” (Laughs. ) This is + ————____ 


known as "Keima no tsuki-dashi," and this sort 


o-- ee 


e000; 
iva) 


eee _of play should be strictly avoided. Why? 

hoes ere “Because the tsuki-dashi has lined up Black 47 
Pe hd a @ | and 51. In one stroke Black's backbone has 
-- 8 @~ ae Pe | been strengthened. 

L + W: In young Kitamura's letter he said that he 


was told by his father that 53 should be at a. It seems that his father is 
about 2-dan, but what about that play? 
Miyamoto: Before that, since White has made}... 
gains on the lower right, he can also -— 
proceed leisurely with 1 in Diagram 11 in- 
stead of 52 in the game. For Black 53, 1 
in Diagram 12 is a reasonable play, but 
after 2-8 it doesn't seem as if White can 
4 be captured. Black is amai (behind in 
4 territory), But still, Black 53 is also 
i! playable. Qa ee ee PE eee! 
i W: I forgot to say earlier that in his let~ foot EOS Be 
‘ ter the boy says, "Up to now Kameyama- eh : 
sensei from the Kansai Kiin has played 
five games with me at 9 stones, but I 
haven't won yet." 
Y: What a lucky boy, to be getting games 
with the pros from now on! 107 O20 ees 4 
X: By the way, you were saying that there 
seemed to be other plays in the lower left corner at Black 53... 
Miyamoto: It's not a great play, but at 53, a Black hasami at 1 in 
Diagram 13 might have been interesting. If White plays kosumi at 2, then 


Ww 


W; That seems difficult for White, 

Miyamoto: It is a bit too difficult, so maybe White plays at 2 in 
Diagram 14 instead. Then after White 6, Black 7. This is also severe. 
It seems to be good for Black, no matter what. 

Since Black takes away White's base on both sides, 
it may be hard for White to make shinogi (viable 
shape) with both groups. 

X; Even though Black kindly passed up his chance; 
with 58 (GR3- next page), White seems to be in trouble, 

Miyamoto: White 58 will not do, This is the time 
to play the hiraki-zume (extension and approach) 
at 1 in Diagram 15, Black would be slightly better, 
but it would be a close game/ Thanks to White 58, 
Black 61-63 leave White cramped. 

W: He wrote in his letter, "Doesn't 61-67 leave 
White cramped?" 


the father's play at 3. Now White finds the double attack (karami) painful. 


Y: It does indeed. I guess the boy is 
saying, since he knows that, you ought 
to praise him, 

X; When you want to boast, show them 
how modest you are. (Laughs) 

Miyamoto: Pressure or no, 61-67 is the 
best sequence, It decides the game, 

Jette eas aan We He final Ly 


a a ~ took White 74 
jores = with shicho 
| -@8 ®@ - (Black 77), but 
Ls did 4 couldn't he 
) . - @ have crushed 
~@-6 @ @- ; ® White earlier? 
Ee Le Cae For instance, by 
Ln cutting at a on 
16 g move 73?) 
Miyamoto: That would have wrapped things Game Record 4 (54-77) 


up, all right. 

Y: Oh! Shicho, huh? 

Miyamoto: Seems that way. Just to make sure, here is Diagram 16, 

White cannot afford to let Black capture at 2, so he extends to 2 
himself. After Black 3 it's all over, Well, just to make sure. we'll 
show the play up to Black 7. 

W: He could have done the same thing at 75, too. 

Y: Well now, how about this boy's Go? 

Miyamoto: It is good and sound, It is logical. 

X: Is that all? 

Miyamoto: Right from the start he played a solid game, He studies alot. 

Y: That's enough, I guess. (Laughs) 

Miyamoto: About this game, making a weak group in the lower right was the 
cause of White's loss, But before that, White's play at @ in the 

fuseki was too slow. 


JAPANESE | 
RESTAURANT 


Cocktail lounge 
Tea room 
Tatami rooms 


KEGON 


The authentic one 
80 E 56th ST.,N Y.C., Tel. (212) 4213777 | 


List oF U.S, & Canapian Go CLuBs 


AS OF JULY 1, 1977 


Please advise the AGA of any corrections, additions, deletions, or changes 


American Go Association 
P.0. Box 397 
Old Chelsea Station 
NSYSy NYS 

10011 


Postal AGA Go Club * 
c/o Mr. Bill Spight 
P.O. Box 630 
Alcalde, New Mexico 
87511 


Massachusetts Go Assn.* 
c/o Mr. Skip Ascheim 
111 Chestnut Street 
Cambridge, Mass. 

02139 


Cape Cod Go Club 
c/o Mr. Robert Rusher 
111 Ocean Street 
Hyannis, Mass. 

02601 


Dartmouth Go Club 
c/o Dr. Robert Gross 
Dept. of Biology 
Dartmouth College 
Hanover, N.H. 03755 


Fairfield County Go Club 
c/o Mr. Sanford Seidler 
124 Akbar Road 
Stamford, Conn. 

06902 


Lakeland Go Club 

c/o Mr. Robert McAllister 

19 Ronarm Drive 

Mountain Lakes, N.J. 
07046 


Holmdel Go Club 

c/o Mr. Robert E. Keeler 
Bell Telephone Labs 

Room 3 E 313 

Holmdel, N.J. 07733 


Murray Hill Go Club* 
Bell Laboratories 
600 Mountain Avenue 
Murray Hill, N.J. 
07974 


Whippany Go Club 

c/o Mr. Ed Levinson 

Bell Lavoratories (2A-214) 

Whippany, New Jersey 
07981 


Princeton Go Club 

c/o Mr. Paul Selick 
Math Department 
Princeton University 
Princeton, N, J. 08540 


Piscataway Bell Lab Club 
c/o Mr. Paul Sullivan 
106B Carlton Ave. 
Piscataway, N.J. 

08854 


New York Go Club 

23A West 10th Street 

New York, New York 
10011 


Games Gallery Ltd. 
169E61 St./ 333 W 57 St. 
New York, N.Y. 10021 
(Not a club - but a good 
AGA and player contact) 


Zen Go Circle/142 W 57 NYC 
c/o Mr. Terry Benson 
780 Riverside Drive #8G 
New York. N.Y. 

10032 


Long Island Go Club 
c/o Mr, Milton N. Bradley 
22 Goldfield Street 
Melville, New York 

11746 


Schenectady Go Club 
c/o Mr. Wayne Nelson 
619 Union Street 
Schenectady, N.Y. 
12308 


Syracuse University &.C.* 
c/o Mr. Anton Ninno 
562 Clarendon Street 
Syracuse, N.Y. 

13210 


Colgate Go Club 

c/o Mr. Chris Nevison 
Math Dept. 

Colgate University 
Hamilton, N.Y. 13346 


Clarkson Go Club 
c/o Joerg Breitenbach 
150 Maple St. 
Potsdam. N.Y. 

13676 


Empty Sky Go Club 

c/o Bill Hewitt 

1413 South Avenue 

Rochester, N.Y. 
14260 


Bloomsburg Go Club * 

c/o Mr. Steve Beck 

220 West First Street 

Bloomsburg, Pennsylvania 
17815 


North East Pennsylvania 
Igo Group 

c/o Professor Alfred Pray 

Box 134 RD 4 

Clarks Summit, Penn. 18411 


West Philadelphia Go Club 
c/o Mr. Bill Labov 
204 North 35 Street 
Philadelphia, Penn. 

19104 


Cornell University G.C. 
c/o Mr. R. Wade Schuette 
620 Vet Research Tower 
Cornell University 
Ithaca, New York 14853 


Greater Philadelphia Go Assn 


c/o Ms. Rosemary Watt 
3965 Baltimore Ave. 
Philadelphia, Penn. 19104 


University of Maryland 
Go Club 

c/o Mr. John Goon 

2114 Saranac St. 

Adelphi, Md. 20783 


Greater Washington Go Club 
c/o Mr. Arthur Lewis 
11530 Highview Ave. 
Wheaton, Md. 

20902 


Baltimore Go Club 

c/o Mr. James Pickett 

739 Overbrook Rd. 

Baltimore, Maryland 
21212 


Bamboo Joint Go Club 
c/o Mr. Gerald Blais 
100 S. Van Dorn 
Alexandria, Virginia 
22304 


Virginia Commonwealth 
University Go Club 
c/o Mr. John Bazuzi 
6610 Delwood Street 
Richmond, Va. 23228 


West Virginia University 
Go Club 

c/o Dr, Ted Drange 

521 Meridan Street 

Morgantown, W. Va. 26505 


Ty ‘angle Go Club 
c/* Mr. H.L. Stuck 
Box 2207 
Chapel Hill, N.C. 
27514 


Duke G. C. (being formed) 
c/o Matthew Gold, M.D. 
Duke University Medical 
Center, Box 2905 
Durham, N.C. 27710 


Atlanta Go Club 
c/o Mr. Rich Hoggard 
741 Northern Ave. #53 
Clarkston, Georgia 

021 


Stein Club 

c/o Mr. Terry Miller 

1206 Mohican Trail 

Stone Mt., Georgia 
30083 


Florida Go Assn. 
Goldcoast Go Club 

c/o Frank Dugan 

Box 1124 

Brea Raton, Fla. 33432 


Tennessee State University 
Go Group 

c/o Mr, Dale Royalty 

Box 2908 

Johnson City, Tenn. 37601 


Oak Ridge Go Club 

c/o Mr. dohn H. Whealton 

119 Atlanta Road 

Oak Ridge, Tennessee 
37830 


Frankfort/Lexington Go 
Group (informal) 

c/o Mr. William Vassallo 

Rt. 5 Box 278 

Frankfort, Kentucky 40601 


Ohio State University 
Go Club 

c/o Mr. S. Max Golem 

84 East 12 Street 

Columbus, Ohio 43201 


Cleveland Go Club 
c/o Mr. Larry Herrick 
849 Hardesty Boulevard 
Akron, Ohio 

44320 


Cincinnati Go Group 
(informal) 

c/o Mr. Barry Hincks 

607-11 McAlpin Ave. 

Cincinnati, Ohio 45220 


University of Cincinnati 
Go Club 

c/o Mr. C. Ralph Buncher 

1055 Barry Lane 

Cincinnati, Ohio 45229 


Indiana University G.C. 

c/oken Koester 

211 Foley Hall 

Bloomington, Indiana 
47401 


Ann Arbor Go Club 
c/p Mr. David Relson 
432 Fifth Street 
Ann Arbor, Michigan 


48103 


University of Iowa G.C. 
c/o Michael Ham 
P.O. Bix 1066 
Towa City, Iowa 
52240 


Greater Milwaukee G. C. 

c/o Mr. Dick Phelps 

Box 212 

Sussex, Wisconsin 
53089 


University of Wisconsin 
Go Club 

No Contact Information 
Available 


Carlton Go Club 

c/o Mr. Arthur Gropen 

Carlten College 

Northfield, Minnesota 
55057 


Twin Cities Go Club 
c/o Mr. John Goodel1 
355 Kenneth Street 
St, Paul, Minnesota 
55105 


Chicago Nihon Ki-in 
c/o Mr. Masuru Hayashi 
3901 N. Sheridan Rd, 
Chicago, 111. 

60613 


University of Chicago 
Go Club 

c/o Mr. John Raz 

5463 S. University Ave. 

Chicago, 111. 60615 


Kansas State University 
Go Club 

c/o Mr. M. Siotani 

912 Garden Way 

Manhattan, Kansas 66502 


Lincoln Go Group (informal) 
c/o Mr. W. Lynn Stone 
3010 Sewell 
Lincoln, Nebraska 
68502 


Oklahoma University G.C. 
c/o Mr. Ron Schmidt 
P.O. Box 203 
Norman, Oklahoma 
73069 


Dallas County Go Circle 
c/o Michael Ohl / The Pro~ 
menade Deli & Restaurant 

2505 Promenade Center 
Richardson, Texas 75080 


Rice Chess & Go Club 
c/o Edward A. Fenstel 
2326 Darrington 
Houston, Texas 

77030 


Denver Go Club 

2109 Lawrence Street 

Denver, Colorado 80200 

Contact: Martin Blaser 
at 303-861-0418 


Denver Nihon Ki-in 
c/o Mr. A. Fukuda 
2544 Champa St. 
Denver, Colorado 
80205 


Colorado University G.C. 
c/o Mr. David Benson 
Dept. of Computer Science 
U. of Colorada 

Boulder, Colorado 80302 


Springs Go Club 

c/o Mr. James C. Michali 

103 Ruxton Ave. 

Manitou Springs, Colorado 
80829 


BYU Atari Go Club 

c/o Mr. Paul Yearout 
328 TMCB 

Brigham Young U. 
Provo, Utah 84602 


Santa Fe Go Club 

c/o Mr. Louis Geer 

508 Calle Corvo 

Santa Fe, New Mexico 
87501 


New Mexico Go Assoc. 
c/o Mr. Bill Spight 


P.0. Box 630 

Alcalde, New Mexico 
87511 

Rafu Ki-in 


c/o Mr. K. Saito 

125 Weller St. Rm, 306 

Los Angeles, California 
90012 


Chess & Games Unlimited 

10868 W. Pico Blvd. 

Los Angeles, Cal. 90015 
(not a club - but does keep 
track of players in LA area) 


UCLA Go Club 

Kerckhoff Hall 600 

405 Hilgard Ave. 

Los Angeles, California 
90024 


Litton Go Club 

c/o Mr. Graydon McFarland 

1609 Stoddard 

Thousand Oaks, California 
91360 


NCR Go Club 

c/o Stephen Cheung, MS 4500 
NCR Data Proc. Div. 

16550 W. Bernardo Dr. 

San Diego, Cal. 92127 


Brea Go Group (informal) 
c/o Mr. James Carleton III 
745 Vallejo St. 
Brea, California 

92621 


Long Beach Go Club 

c/o Mr. Lou Atkins 

9942 Voyager Circle 

Huntington Beach, Calif. 
92646 


U. Cal. at Irvine G.C, 

c/o Mr, Steven Duff 

506 West Bay 

Newport Beach, California 
92661 


Santa Barbara Go Group 
(informal) 

c/o Mr, Melvin Rosenfeld 

401 Yankee Farm Rd. 

Santa Barbara, Cal. 93109 


Bakersfield Go Club 

c/o Mr, Jack Rowe 

P.O. Box 9037 

Bakersfield, California 
93309 


San Francisco Go Club 

c/o Mr. Lloyd Gowen 

1881 Bush Street 

San Francisco, California 
94109 


Mt. View/ Stanford Go Club 


Buddhist Church/Mt. View, Cal. 


c/o Michael Willemsen 
991 Elsinore Drive 
Palo Alto, Calif. 94303 


ADDITIONS 


Tallahassee Go Group (informal) 


c/o Ralph P. Quinn 
119 Crest St. 
Tallahassee, Fla. 32301 


University of Tennessee G.C. 
c/o Mack Garner 

Rt. 5 

Maryville, Tenn. 37801 


Arrowhead Go Association 
c/o Harry Beauduy 

Rt. 1 Box 471 

Eveleth, Minn. 55734 


Wichita Go Group (informal) 
c/o Girard F. Baker 

P.O. Box 2615 

Wichita, Kansas 67201 


West Texas Go Aficionados 
c/o Chuck Bel] 
1316 N. Golder 
Odessa, Texas 79761 


The AGA receives word of 2 or 
more new clubs/groups each 


month. We will keep you posted 
with: Additions to the Club List. 


Berkeley Go Club ® 


c/o Mr. H. Doughty 

2612-B Hillegasse 

Berkeley, California 
94704 


Hawaii Ki-in 

c/o Mr. N. Takeda 

1211 16 Avenue 

Honolulu, Hawaii 
96822 


New Portland Go Club 
c/o Mr. Doug Cable 
2922 NE 18th 
Portland, Oregon 
97212 


Rogue Valley Go Club 
c/o Mr. Ogden Kellogg, Jr 
2132 Sardine Creek Rd. 
Gold Hill, Oregon 

97525 


Seattle Nihon Ki-in 
c/o Mr. R. Saito 
5903 16 S.E. 
Bellview, Washington 
98004 


Last Exit Go Club 
c/o Mr. Dennis Waggoner 
1263 18th Ave. 


98112 


CANADIAN GO CLUBS 
Canadian Go Association 
c/o Mr. John Williams 
90 Forest Grove 
Willowdale, Ontario M2K 127 


Moncton Go Club 

c/o Mr. J. Sichel 

198 Maple St. 

Moncton, New Brunswick 
Canada EIC 6A4 


Montreal Go Club 
c/o Mr. Harry Schwartz 
5212 King Edward St. 
Montreal 625 

Canada 


Ottawa Go Club 

c/o Mr. Yoshi Tsuchiya 
2140 Filmore 

Ottawa, Ontario 

Canada KlJ 6A4 


Hamilton Go Club 

c/o Mr. Yuki Nogami 
119 Mountbatten Drive 
Hamilton, Ontario 
Canada L9C 3V6 


Toronto Go Club 
c/o Mr. Hubert Anto 
15 Nordale Crescent 
Weston, Ontario 
Canada M6M 229 


Calgary Go Club 
c/o Mr. Dennis Bjerstedt 
648 Rundleridge Drive NE 
Calgary, Alberta 
Canada T1Y 2k9 


Winnepeg Go Club 
c/o Mr. Y. Tsutsumi 
88 Glenlawn Street 
Winnepeg, Manitoba 
Canada R2M 0X8 


Edmonton Go Club 
c/o Mr. Chuck Elliot 
11625 92 Ave. 
Edmonton, Alberta 
Canada T6G 1B4 


Vancouver Go Assn. 
c/o Mr. Keiji Shimizu 
5850 Fremlin Street 
Vancouver, B.C. 
Canada V5Z 3W7 


London Ontario Go Club 

c/o Mr. Bradley Bucher 

110 Cherry Hill Rd. Apt.202 
London, Ontario 

CANADA N6H 2L9 


St. Catherines Go Club 
c/o Mr. Mikio Chiba 

15 Prince Andrew St. 
St. Catherines, Ontario 
Canada L2N 258 


Saskatoon Go Club 

c/o Mr. Linvill Watson 
702 Preston Ave. 
Saskatoon, Saskatchewan 
Canada S7H 2V2 


THE VALUE OF THE FIRST MOVE 


by Roger Clegg 


In January 1975, the AGJ published an article of mine which argued 
that the traditional value of 5 for the first move was too low. Recently 
I acquited a large enough random sample to solve the problem statisti- 


cally. Games selected by editors can 
choose the more exciting ones ending 
of 1) 358 final games of tournaments 


't be used as there is a tendency to 
in resignations. My sample consists 
excluding TV) from the 1975 Kido 


Yearbook (to page 181) and the 1976 Kido Yearbook (to page 178); unlike 


previous Yearbooks, the inclusion of 


2) the complete professional games of 


and TV games. I adjusted the results 
a 4s point win for black with 4% komi 
sample is 2404 games. of which white 
The 95% confidence range is 52.6% to 

Adjusting komi, white won by 5% 
in 80, ls in 67, 4 


preliminary games is systematic; and 
1961 and 1962, excluding no-komi 

to 5's komi when necessary and marked 
as 5 point win for white. The total 

won 1090 and black won 1314, or 54.66%. 
56.7%. 

in 31 games, 4% in 53, 345 in 56, 2% 


in 83. Black won by 5 in 74, ls in 67, 2% in 67, 3% in 


68, 4% in 42, and 5% in 28. The ends of the distribution drop off rapidly 
because of resignations; and statistical fluctiations make it difficult 
to see the peak; but it is between 70 and 80. If it is 75, then a change 
of 1 point in the value of komi would produce a change of 3.1% in the per- 
centage of games won by black. Applying this to the figure of 54.66% gives 
a value for the first move of 7.0. A peak of 80 gives 6.9 and a peak of 
70 gives 7.1. Applying the earlier 95% confidence limits gives a range of 
6:3: to:..7.8; 

In any game situation there is at least one sequence which is best 
for both sides; and the question is, if such sequences are followed 
throughout the game, how many points does black win by on the board? The 
value of the first move has to be a whole number, and it is plain as a 
pikestaff that it is 7. Why has nobody calculated this before; or, if 
they have, why haven't they told anyone else about it? Professionals cer- 
tainly don't seem to know. All we ever get from "Go Review" are remanks 
like, "Of course it is very difficult to know the value of the first 
move." It is only two years since the last 4% komi tournaments switched 
to 5%, and a further change to 6% is obviously required. 

If you rearrange the equation, “One handicap stone plus white first 
move equals black first move;" you see that a handicap stone has twice 
the value of the first move. Therefore a two stone handicap is worth 21 
points, a three stone handicap is 35, and a four stone handicap is 49 or 
50. The curve may start increasing at this point, as white can no longer 
take a corner and the argument breaks down. These figures fit well with 
the results of orofessional handicap games. 


Editor's note: Bill Spight of Alcalde, New Mexico pointed out one of the 
difficulties of using a statistical analysis to establish the value of 
the first move from professional games. He wrote, "Having a komi affects 
the play. Before komi it was believed that in a game between evenly 
matched contestants, Black, by playing solidly and conservatively could 
win by three points or so. The onus was on White to play aggressively 
and seek complications. ¢ 

With a komi (of 4%) the roles were reversed: White played a waiting 
game, while Black played enterprisingly. Black's advantage was so great 
that 44 komi is a thing of the past. But Black is still considered the 
one who has to show enterprise, not White. 

Statistics indicate that 5 komi may not be enough, but a change in 
attitude on the part of White might change everything." 


AGA SECRETARY JOB SPLIT UP TO SPREAD THE BURDEN 


The work of the AGJ editor is not the only phase of AGA work which has 
suffered recently. The record keeping and correspondence is immense and 
the job of the secretary burdensome. Matthias Thim carried the load dur- 
ing the first two years of the AGA's "reformation" and the AGJ's "re- 
birth". Larry Brauner briefly took on some of the correspondence; and 
Eben Breed attempted to carry the full responsibilities since early this 
year with a crushing effect on his life (and much guilt when it was too 
much). The job has been split up. Dave Relson has computerized the mem- 
bership records, and hopes his hardware will reduce the day-to-day work 
to a managable size. Roy Laird has been answering the general inquiries 
about the AGA,AGJ, GR, Go World, go, etc. Recently Dave Gawley, now stu- 
dying in New York, offered to handle club correspondence. Thus your over- 
worked editor can avoid the large amount of urgent correspondence which 
he has had to answer this year. Eben will continue to respond to inter- 
national mail. Larry Brauner was given a modest budget by the Executive 
Committee to coordinate U.S. tournaments - a job he ably performed while 
producing his own Journal, The Voice of the Go Movement. 

Thus your inquiries, memberships, etc. should receive much more rapid and 
consistent attention. But do not think that help is not needed. The edi- 
tor of the Journal has made his needs clear. The West Coast badly needs 
to develope its own regional organization within the AGA.as can any other 
area. Let the AGA know your interest, and continue to be patient.The time 
and energy to coordinate those who would help also must be found. 


WANTED/FOR SALE 


Help Wanted: Players willing to assist the managing editor of the Ameri- 
can Go Journal. Preferably living in New York City or its suburbs. Ac- 
cess to a Selectric typewriter and/or ability to type would be useful 
but not essential, willing to learn paste-up if necessary, and dependable. 
Contact: Terry Benson, Managing Editor/ 780 Riverside Drive/ Apt. 8G/ 
N.Y., N.Y. 10032 Tel. # 212-926-6519. If not at home leave message 
with Bronwyn or George. 


For Sale: A 40 page booklet on the 1976 European Go Congress including re- 
cords of all 37 games of the Masters Tournament, seven with commentary 

by Jon Diamond, 5-dan and British Champion, Three pages of introductory 
material, a tournament grid, and a historical note with the sites and 
winners of the European Go Congress since 1958. Each round of the round 
robin, 9 player, 9 round tournament is summarized to capture some of 

the perspective of the moment. Available from the publisher: Dango En- 
terprises/ Flat 4/ Alexandra House, St. Mary's Terrace/ London W2/ Eng- 
land for 1 each plus postage and, if in $, the cost of exchange com- 
mission. 


Wanted to Buy: Out-of-print Go books, pamphlets, and magazines in reason- 
able condition. Send description and price to Anton Ninno, 562 Claren- 
don St., Syracuse, N.Y. 13210. Or would like to xerox your unusual or 
out-of-print item if not for sale, All correspondence answered promptly. 


Wanted to Buy: Copies of Eio Sakata's Modern Joseki and Fuseki, Vol.1&2. 
Contact: Terry Benson/ 780 Riverside Drive/ Apt. 8G/ N.Y., N.Y. 10032. 


For Sale: Back issues of Go Review. Those who have not noticed the addi- 
tion of a Go Review back issue order’ form on the new AGA application 
have little time to order some rare back issues which the AGA is selling. 
Go Monthly Review issues are $2.50. Go Quarterly Review: $3.25. 


4-STONE HANDICAP GAME 


White: 
Black: 


Fujisawa Shuko, 9th dan professional 
Inaba, 6th dan amateur taking 4 stones 


Game Record 1 (1258) 

B10 to 16: With these four plays, B 
defends all four corners, You might 
think that B is overly defensive, but [~~ 
starting with B18 in answer to the i 
uchikomi W17 B does not give in an 
inch. 

W57: Here W hesitated a while, A 
sagari to A gives him two more 
points but it leaves the kikashi at 
Boor C. 


Game Record 2 (59-100) 
B60: This was an overplay. The 
thick move is to grasp one stone at A. 
B62-66: Against W's cut at 61, B 
changes tactics quickly to the safe 
course. This goes against the flow 
but is practical. 
B68: This time B decides that a 
rough fight would be advantageous. 
B98 was a bad play and B 100 an over- 
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i Game Record 3 (101-158) 
Game el 2 ae 

Game Record 3 (101-158 ; 

W1: This ig a severe cut and it looks as though W might secure a large 
territory in the middle. _ 8: 

W21: This was bad; he should have played sabaki with a tsuke at 22, 
Every B follow up play ig correct, especially the oki: 

B26: B was proud of this one, oe ; ; 
B48 was also very severe, W cannot live unconditionally and resists with 


pr amen 


kos but B simply gives up the ko fight with B58. This was a good decision. 


There are many near-ko-threats around A and some complication might 
develope in the corner starting with a throw in at B and then 58, Even 
if Wis allowed to live it is a terrible way to do so, Besides which the 
kikashi at C allows B to make the left side his territory, That is 

more than enough, 158 plays, B wins by resignation. 


CHINESE RULES 
by Bill Spight 


Go was played without formalized rules until 1949, when the Nihon 
Kiin codified its set of rules. Questions and disputes arose only rarely, 
and generally were settled by appealing to better players. In 1928 a 
dispute arose between two Japanese professionals, Segoshi Kensaku and 
Takahashi Shunko, over a game in the fall rating tournament , Black 
(Takahashi) had won a ten-thousand-year ko, and Se- | 


goshi had no ko threats. If Black closed the ko, the 
corner would be seki, and White would win by one OO000 
point, but Black refused to close, The matter was Pad ae 
referred to Honinbo Shusai Meijin and Baron Okura, 

who ruled that White won but Black did not lose! Ten~thousand-year ko 
Practically all rule disputes centered on the question of closing a ko 

or on the life or death of a group. 

About 600 years ago in the Ming Dynasty in China a way was dis- 
covered to resolve these disputes, Instead of counting unoccupied points 
as territory, at the end of the game each player filled in his own 
territory, closing kos and taking dead stones in the process, leaving 
only the two points each group needed for life unfilled, and then they 
would score the game according to the number of living stones for each 
side. The score by stone-counting generally differed from the score by 
territory-plus-captured-stone-counting (the traditional method) by two to 
five points, depending on the number of live groups for each side, 

Modern Chinese counting includes both living stones and territory 
(living groups) in the score. Generally the score will be the same as 
by the Japanese method, or Black will score one point more if he fills 
the last dame. Larger differences may arise if there is a seki on the 
board, since points are counted in seki under the Chinese rules, but 
not under the Japanese rules. Chinese counting eliminates the neces- 
sity for the host of special rulings under the Japanese rules. 

In 1975 the Taiwan Chinese adopted a new set of rules character- 
ized by simplicity and liberality. The main features of these rules 
are as follows: 

1) At his turn a player may play on any unoccupied point, with 
one exception, the super-ko rule; 

2) The super-ko rule: A player may not place a stone on the board 
so that a previous position of the whole board is repeated. (This rule 
prohibits the immediate recapture of a simple ko, and also takes care 
of triple kos and other repetitive situations such as junkan-ko and long 
life, making them into super-kos instead of ending the game in a tie. 
This rule also prohibits the self-sacrifice of a single stone, but 
allows the self-sacrifice of more than one stone, a possible ko threat. ) 

3) Handicap stones may be placed at will, (This rule seems to 
favor Black, but in my experience as White this has not seemed to be 
the case, even when Black had four shimaris! This rule provides more 
variety and interest to handicap games, and I think people will have 
fun if they give it a try.) 

Counting both stones and territory seems like more trouble than it 
is worth, but there are some easy ways around the difficulties, When I 
play by the Chinese rules I use bookkeeping stones, The point is that 
if each side has the same number of stones on the board when the score is 
counted, the stones can be ignored, and only territory need be counted, 
The only difference in counting, then, from what people are used to is 
that territory is counted in seki, including false eyes. 

To keep the number of stones for each side the same is simple, 
through the use of bookkeeping stones. Since Black goes first, White must 
play last, and if either player passes he must hand his opponent a 


bookkeeping stone. So if Black takes the last dame, White passes and 
hands over a stone. At the start of an n-stone handicap game, White 
hands over n - 1 bookkeeping stones and makes his first play with the 
nth stone, making an even number of stones. When the game is counted, 
both captured stones and bookkeeping stones are used to fill in the 
opponent's territory, and the territory is counted, ignoring the stones. 

There is a check to the counting. If there are no sekis on the 
board, the score difference will always be an odd number. (So that jigo 
is impossible. "Black wins jigo" is the material result of his taking 
the last dame.) If there is at least one seki on the board, the score 
difference will be odd unless there are an odd number of shared liberties 
in seki, in which case it will be even. 


"It Can't Happen"?! 
Third Round of the Second Annual Kisei Title 


Black: Miyamoto Naoki, 9-dan 
White: Yamabe Toshiro, 9-dan 
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The double ko seki on 

the left provides an 

infinite supply of ko threats and Black refuses to break the repetition of 
the full board pattern. 
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1976 Sino - AMERICAN TELEX MATCH 


; : Commentary translated from 
"Wei-chi", the Go magazine of the Republic of China 


Introduction by Terry Benson 


The Second Annual Sino-American Telex Match was held last Dec. 19th 
and resulted in a clean sweep of 3 - 0 for the Chinese team, The U.S. 
site was the office of the Chunghua Trade and Development Corporation 
in New York City, a Chinese firm whose telex and office space were (as 
in '75) ideal for this match. Promptly at 7:45 am (8:45pm in Taipei) 
the telex sprang to life and the transpacific team match was underway. 


Playing y 
the AA board 
for the U.S. 
was Shin A. 
Kang of Bal- 
timore, '76 
Eastern U.S. 
Honinbo. Dr. 
Harry Gonshor 
held the BB 
board and 
Paul Selick, 
4 dan from 
Princeton was 
the CC player. 


On the 
Chinese side : ; : 
Chou Hsien i Shin A. Kang Masao Takabe, AGA vaee 
Pl ae OE Harry Gonshor « Bob Ryder, 
Paul Selick (past president of the AGA) 


lege graduate, 
played the AA 
board. Albert Che-Jang Wu, an elderly civil servant and also 4-dan, took 
the BB position; and Cheng Ming-Huang, a 12 year old school boy and the 

brother of last year's BB player, played the CC board. Cheng became a Ist 
dan four months before the tournament. % | 


Chou Hsien-Heng, Albert Che-Jang Wu, Cheng Ming-Huang, 
4 dan AA board 4 dan BB board 1 dan CC board 


**Dan (or Tuan in Chinese) rankings are not consistent worldwide. The 
Japanese, American, and European rankings are nominally the same for 
amateurs, The Chinese first dan is approximately equal to a US 34 dan. 


Commentary from "Wei-chi", translated by Donald Tang of Mt, Kisco, 
| New York. 


Board AA: Black: Shin A, Kang, U.S. Eastern Honinbo and U,S, 6th dan 
White: Chou Hsien-Heng, Champion of the Republic of China 


Komi is 6 points to White, Wei-ch'i Principles and Rules are 
the authority for rules in these matches, Time control is one 
hour per player with the Ing Time Purchase system in effect, 
As in all such telex or telephone matches, the time consumed 
by the transmission of the moves is not charged against either 
player. 
B5: This is the so-called 
i "Chinese Style" opening. 
W8: If W simply jumps to 10 
as in Diag. 1, then both 
may end up with "big shapes", 
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Game Record 1 (1 + 25) 
B13: A way to take sente instead of Diag.2, W22:If at 24,B may come in 
W18: A good play. The ordinary response,W1 at Das in Diag. 4. 
in Diag. 3, letsBsettlehimself tooeasily, W26: “Implies the:cutin Diag.5. 
B19: Perhaps better if played at A, WB, BC. (next page) 
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B27; Somewhat of a surprise to W who 
responds with a strong moye of his 
own at 28, 

W44:; After the exchange for B45, W may 
play A anytime for survival, 

W481 The best defence is a good offence. 
Up to this point W has been successful 
in outmaneuvering B while building up 
a big potential territory around the 
right and Geter ot the board. 


B51: White cannot block this di- 
rectly,but must first play the 
W52 - B55 exchange, 

B57: Preserves the large terri- 
tory on the left, but W58 se- 
curely surrounds the B group. 
An unfavorable situation for B. 

W62: Although the sequence WA 
through BD is sente for W, it 
is best avoided because it re- 
duces W's potential eye-space 
in the upper left and makes a 
potential B cut at E more se- 
rious. 

B67: Looking for opportunities, 

W68: Would have been too greedy 
if played at F. 

B69: The last "big point", 


See lla e @0-+-—-0 Game Record 3 ( 51-75) 
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Game Record 4 (76-100) 


B113; If B connects at 114, W 
can easily survive with sente 
as in Diag. 10, 

B121: A vital point extending 
B's liberties, But W's coun- 
ter play at 122, still leaves 
B with the short end, 


| 


B139 & 141: Black seizes this op- 
portunity to connect to his 
stones on the right, while gam- 


bling on the survival of the 
black group on the upper side, 

W142: White starts his attack on 
the B group, If Black survives, 
the game would be a close one. 
Note that the sequence: WA, BB, 
WC enables W to retain much of 
the large territory on the right 
side, 

B149: Cuts White in two. White 
must get independent life for 
both parts. This gives B a chance 


to turn the game around. 
W158: Secures W's upper group. 
{22 W162: Successfully staves off the 
Game Record 5 (101-162) B attack on the second group, 
so Black resigns. 


At the end of the game Black was also in time trouble having used 84 minutes 
to W's 57 minutes, Under the Ying time purchase system, B was thus 4 points 
behind and 6 minutes from losing on time. A player's time may not ex- 
ceed the greater of ls of the basic time limit or % of the limit 
more than his opponent. 


Mr. Kang was highly complimentary of the Chinese champion's play. He felt 
it was on a par with the Japanese professionals. (ed) 


Board BB: Black: AlbertChe-Jang Wu (Chinese 4 dan) 
White: Dr, Harry Gonshor (U.S. 5 dan) 


T 


22420-1817 Some variations of W10 and W12 are 
shown in Diaas. 1 and 2. 
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Game Record 1 (1-100 : le 
B25: A good spot, Sra ear i 
B33: B attempts to survive with sente, but the 
strong play at W34 forces B to come out. 
W40: More commonly played at 68 as in Diag, 3. 
W42: Might be directly at 50. 
W46 and 48: Strong plays. 


B59: Stops W from connecting ie jee | 
with the lower right, It BO ie alt To0e.| 
also leaves the sequence: BA, iia statotahsterar a on ! 
WB, BC for B to connect later, + BROT re —-@-0+ ee 
W62: Questionable. First W +@OT@QOOOO4 = ++Q0O®@ 
should play at D forcing BE. Bt seh pelea BHA statete tat 
W64: Better played at 65 or 66, 7G OQ @8Sa0cl@ ler re 
W76; Still an important point += 6 fills CC@C@ 000+; | 
although a little late, +=O=08@0087 > 
W84: Better if at A as in Diag. 4 SO eee! | 
W86: May be at 87 as in Diag, 5, -o— 18 
W90: Better if played at B, SE 
19 W104: This move was erroneously 
18 placed at Nl2 in Taipei which 
17 would have been a strong play. 
16 @ After 20 minutes of thinking, 
15 = B res- 6 
14 © ponded 
13 +80 at 2 as 
12 -2@ 28 in Diag. 
1 r+O@ 6, The 
10 -+@: sequence 
9 +7 @; leads to 
8 W's cap- 
7 turing 6 
6 black 
5 stones. 
4 The actual 
3 W play 
at M12 
ABCDEFGHJKLMNOPQRST es 
Game Record 2 (101-130) room to 


escape. 
B119: Forces White to run toward 
Black's stronghold and gives 

the shite group little chance 

for survival. White resigns at 161. 


nC) 2 


@86O6 -E@Ot OO 


“1+: 2@B@O® 


-|teee| tt 


“[SaBSOo®8 
7 98268) 


Game Record 3 (131-161) 


Board CC: Black: Paul Selick (U.S. 4 dan) 
White: Cheng Ming-Huang 
(Chinese 1 dan) 


Game Record 1 (1-30 


B25; If played at A instead, White 25, Black B, and White C follow, then 
Black gets sente to play in the upper right corner. 
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Game Record 2 (31-66) Game Record 3 (67-100) 
W92 at 87 
B31: Consistent with Black's territory oriented style. 


B43: Attempts to spoil White's influence in the middle. 
B49: A must. 
B51: Perhaps better just connecting at A. 
W58 to W66: Establishes some territory on the lower 

side, but also solidifies Black's position in the 

lower left corner losing the play at c as shown in 

Diag. 1. This is the price White pays, 

B73 & 75: Black scores a gain by capturing a White stone. 
W80: A safe play. 

B87: Tries to create opportunities, but W88-W92 are 

safe plays for preserving White's territory. : 
B95: If played at A, then White can play at B and Black cannot escape. 
B97,W98: Both very big. 

B107: Too heavy. Better if played at 116 or 136, 

W126: White is now assured of victory with the capture of 3 Black stones. 


A total of 237 plays. White wins by 7 points, 


ly 
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= 28@eE Game Record 5 ((201-237) 
Game Record 4 (101-200) B31 at a, B35 at 28 


Mastering GO 
by Ken Veit 


GO is a simple game to learn. The only rules are those of 
capture, scoring and the avoidance of repetitive positions 
(Ko). They can be demonstrated quickly and grasped easily. 


Mastery of GO is another matter entirely. After a lifetime 
of intensive study, there is still much to learn. To date, 
the game has even defied computer analysis, except at the 
most elementary level. 


Learning to play GO well involves understanding dozens of 
strategic and tactical concepts and putting them simultan- 
eously into practice. Some are precise and mathematical; 
others involve "feel" for what is best. This article will 
attempt to catalogue (but not exhaustively explain) these 
concepts for the advanced beginner who knows how to play, 
has gained some experience, and wishes to advance to a more 
expert level. In other words, these are things one needs 
to be familiar with to rise in the kyu ranks. 


The concepts fall into four groupings. These have to do 
with reading,"style", counting, and control. 


A. READING (Knowing whether a position is safe.or in jeo- 
pardy) 


¢ 
1. The Ladder Formation (shicho) - There is a saying that 
if one does not understand the ladder formation, one 
cannot play GO. Beyond this, however, the more advan- 
ced student needs to be sensitive to the setting and 
breaking of traps involving ladders. 


2. Life and Death (Tsume GO) - It is necessary to become 
familiar with how many stones in a row on the second 
line, third line, or in a corner are necessary to make 
a safe group; also, which encircled groups with a small 
number of contiguous internal spaces are alive and 
which are dead. Until these become second nature, the 
beginner must play with excessive caution or live with 
the dread of sudden attack on a group he thinks is safe. 


3. Snap Backs & Other Traps - These are most effectively 
learned painfully. The passage from beginner to ser- 
jous player is marked by a transition from being caught 
in traps perpetually, to successfully snaring others in 
one's own traps. 


4. Kill or Be Killed (semeai)- In situations where two ar- 
mies are in a mutual envelopment, and it appears tnat 
each must kill the other in order to live, it is impor- 
tant to know how to determine who lives and who dies. 
This is calculatable according to a formula involving 
eyes (me)common dame, non-common dame, and sente. Occa- 


sionally a stalemate (seki) is possible. 


B. "STYLE" (A feel for the game, an instinct for good shape, 
a knowledge of recurrent patterns, a sense of purpose) 


10. 


Opening Strategy (fuseki)- For beginners, judging the 
value of various moves in the early game seems to be 
beyond analysis. It is easier to begin a fight and get 
the excitement started. One passes out of the beginner 
stage when one realizes that the early moves map out 
the broad strategic positions which will determine the 
nature of the tactics to be employed. In GO, as in war, 
tactics without strategy equals defeat. 


. Open Lines - One of the most easily forgotten rules of 


GO is to keep lines of communication between groups 
open. The fewer the number of disconnected groups, the 
less the need to make eyes. 


Extensions - In building shapes one can connect his 
stones by direct attachment or by non-contiguous ar- 
rangements. Of the latter, the 3 most common are the 
diagonal (kosumi) play, the skip (tobi) and the chess 
knight's move keima). It is important to know the 
strengths and weaknesses of each. 


Light and Flexible Shape (sabaki) - Every stone placed 
on the board exerts some influence, both offensively 
and defensively. It outlines or secures territory; it 
threatens or directly attacks opposing positions. One 
of GO's most basic principles is simply that each stone 
should exert as much influence as possible. In other 
words, among alternative moves, you should choose the 
move which does the most things for you. Sometimes 
this means ignoring your opponent's move in order to 
exert more influence elsewhere on the board. This is 
very difficult for beginners to carry out, as they feel 
compelled to answer every challenge and thus find them- 
selves with heavy groups that are difficult to save or 
to sacrifice effectively. Sabaki also refers to loose- 
ness of territorial definition - maximizing your gain 
with minimum expenditure of stones. As such, it is the 


opposite of korigatachi. 


Overconcentration (korigatachi) - The basic error of 
most beginners is overconcentration. Expert games are 
marked by relatively diffuse play, with positions 
tightening over the course of the game. Beginners, on 
the other hand, often tend either to over-fortify or to 
over-commit stones to a local “all or nothing" battle 
before the general shape of the board has been deter- 
mined. 


Thickness (atsumi) - While concentrations of stones 
should not be excessive, there is no denying that a 
"thick" formation is generally strong. Beginners usu- 
ally try to attack strong formations directly. This 
should be avoided. One of the most important princi- 
ples of GO is to avoid an opponent's thickness and push 
him towards yours. Large territories are usually best 
reduced indirectly, e.g. by first capping ( boshi) or 
striking a shoulder blow (katatsuki) before the main 
attack. 


Cy 
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12. 


13. 


Corner Patterns (joseki)- Beginners who read a little 
of the literature usually try to memorize some simple 
recommended joseki. When their opponents play in a 
fashion at variance from the textbook position, how- 
ever, they are befuddled. They do not understand what 
they are doing; the moves have just been learned by 
rote. While knowing specific joseki doesn't hurt, it 
is far better to understand the principles of attack 
and defense in the vital corner positions. 


There are five standard opening plays in the corner. 


(a) 3x3 point (san-san). The pivotal issue of a cor- 
ner fight is often the control of this point. 
Taking it directly is the most conservative way 
of opening. 

(b) 3x4 point (komoku). This is the most common op- 
ening move in the corner. It strikes a balance 
between development and defense. 

(c) 3x5 point (moku-hazushi). An uncommon, un-con- 
servative opening, it is used in special situa- 
tions where the side and center are stressed 
more than the corner itself. 

(d) 4x4 point (hoshi). An opening play at the handi- 
cap point is mast effective when used for fast 
development (influence) rather than for enclosure 
of territory. 

(e) 4x5 point (takamoku). Quite uncommon, it makes 
no attempt to enclose the corner, and is there- 
fore reserved for special situations. 


It is important to develop a feel for the types of po- 
sitions which evolve from each of these openings in 
connection with the most common subsequent plays: en- 
closure (shimari), attack (kakari), pincer (hasami), 
invasion (uchikomi), or erasure (keshi). Some combi- 
nations lead to one player being alive but squeezed 

in the corner while the other player has a strong wall 
on the outside. Others lead to a more even split of 
the corner area. 


Urgent Points Vs. Big Points (oba)- The proverb says 
“Urgent points before big points", but in the excite- 
ment of a local fight one must not lose sight of the 
rest of the board. Sometimes one can "steal" an extra 
move during a fight to take a big point elsewhere. 
Become aware of your own tendency to either “run away 
from fights" or to "fight to the death". The essence 
of good play is balance. 


KO - While ko is a "rule", it is also an element of 
tactics. The beginner Ts involved in ko by chance. 
The expert uses ko as a tactic to gain an advantage 
when he has counted both his and his opponent's ko 
threats and ascertained that he will win the ko fight. 
When he sees that he will lose, he avoids such a 


fight. 


14. 


Proverbs - GO abounds in maxims which call the play- 
er's attention to situations involving the opportuni- 
ty or need for special plays with big payoffs. 
Examples are: 


) The "monkey jump" is worth 8 points. 

) Strange things happen at the 1x2 point. 

) From an n-stone base, skip n+l stones. 

) Be alert for the eye-stealing tesuji. 
They form the basis of a mental catalogue of pos- 
sibilities which the good player scans contin- 
uously. 


C. COUNTING (ascertaining the point value of territories 


15. 


and moves) 


Ahead or Behind? - Once the broad territorial out- 
lines have been determined, it is critical to contin- 
ually estimate the score in an increasingly precise 
manner in order to ascertain one's position. This 
will dictate tactics over the balance of the game. 

If ahead, play conservatively. If behind, be aggres- 
sive - perhaps even gamble. Counting is a relatively 
simple ability to acquire. Unfortunately, many play- 
ers are too lazy to bother. 


End Game (yose)- Beginners lose points in clusters at 
the end of the game, when the result should already 
be determined. Advanced players precisely calculate 
the value of alternative end game moves and play them 
jin order, whereas novices play them more or less ran- 
domly. Here I am not speaking of beginner's blunders 
when they suddenly find that they have neglected a 
defensive move, thus losing 20-30 stones. I am-talk- 
jing about plays worth only a few points each, but 
which add up quickly when you consistently select 

1-2 point moves instead of 4-5 point moves. 


D. CONTROL (Influencing your opponent's moves) 


Ws 


Forcing - Making a move which mandates your oppon- 
ent's response gives you control over the momentum 
and flow of the game. Stronger players tend to domi- 
nate weaker players by forcing their hand for a large 
part of the game. In essence, they “control the 
ball". There are three types of forcing plays. 


(a) Sente: You threaten your opponent's formation, or 
enter new territory, and he must respond in a way 
dictated by, you or suffer some loss. You gain 
relative advantage. 

(b) Kikashi: A move which forces your opponent into 
an unsatisfactory shape. (Kikashi is an element 
of tactics, whereas sente is more of a strategic 
concept.) 

(c) Yosu-miru: A move which forces your opponent to 


respond in such a way as to reduce his future 


© 


options. GO is generally won by 
maximizing one's options. 


18. Sacrifice - Beginners fight tenaciously for every 
stone and every point of territory. Experts sacri- 
fice stones to achieve greater gain subsequently, 
either in the same area or elsewhere on the board. 
There are two types of sacrifice: 


(a) Attack: When threatened with capture, it often 
pays to let the stone(s) go, rather than making 
further investment in a low or no-payoff strug-~ 
gle. Sometimes one will add one or more stones 
to a “lost" position in order to leave the maxi- 
mum potential threat behind. 

(b) Exchange (furikawari): This involves a tradeoff, 
giving up a threatened group or territory in re- 
turn for another one of equal or greater value. 


19. After Taste (aji)- Just as expert players don't de- 
fend against every attack, neither do they immediate- 
ly capture every opposing group they surround. The 
essence of GO is to not waste moves. The dead can 
be buried in due course. But a skillful player of- 
ten can manage to get some use out of "dead" stones 
by maneuvering in such a way that his opponent must 
waste moves by capturing and removing the stones 
which "have aji". But forcing an opponent to take 
your stones, without obtaining profit for yourself 
in so doing, is very poor play (aji keshi = erased 
aji). The expert player wants as much aji remaining 
as possible, as potential threats or to be used in 
ko fights. 


20. Handicaps - Games played with handicap stones are 
quite different from even games. By virtue of his 
handicap advantage, Black can easily control the 
game at the outset and should attempt to do so as 
much as possible. White, on the other hand, must 
seize sente as early as possible and use his super- 
jority in skill to force Black into errors which 
will offset the handicap advantage. 


Finally, and most importantly, it must be recognized that a 
good GO game, properly played by opponents of equal skill 
(or handicapped to rough equality), is usually decided by 
0-20 points. Without a major blunder, it is impossible to 
swamp such an opponent. Approaching the game by simply at- 
tempting to secure as much territory as possible or to cap- 
ture as many enemy stones as you can is a mistake. Black 
and White alternate moves, so that in any series of moves 
the objective should be to gain a relative advantage. 


Often one sees a game decided by one wrong move where the 
player with sente fails to take advantage of it and his op- 


ponent responds with a stronger move, seizing the initiative 


and gaining enormous relative advantage in the exchange. - 
The trading of tangible gain for sente isa frequant ee 
ficult judgement, and if the relative advantage is perceive 
incorrectly it can be disastrous. This is why the plays 
where sente changes hands are so important in expert games. 


tive advantage is the basic strategic concept of GO to 
De aa erie ape secondary. The mastery of Go lies in. 
determining which moves will yield more advantage than one's 
opponent's likely responses. When you can do this i aad 
ently for extended series of moves, you can claim exper 
status in this most complex of intellectual games. 


PEELE LLLLLPLLLALLALA LALLA LALA AAALAC, 


David MITCHELL SETS WoRLD REcoRD 


David Mitchell ended 
his non-stop light- 
ning go marathon at 
9 o'clock in the early 
hours of Saturday morn- 
ing, March 12th, after 
a new world record of 
46 hours non-stop 
lightning go. 
He played 152 games 
against 40 different 
Opponents from the Lon- 
don Go Centre and the 
general public. He 
scored 119 wins, 31 
losses and 2 jigo 
(drawn games), his 
longest unbeaten spell 
of 28 wins lasted 8 Game 119: In the early hours of 


; the second morning 
hours from 5:30am Friday until 1:30 that afternoon, It is estimated that 


David played nearly % million moves and shifted % ton of go stones. 
‘aay ~ , The event was cov- 


nomena, ered by radio, tele- 


vision, and newpa- 
pers. In addition, 
Over 10,000 fascina- 
ted passers-by 
stopped to watch 

* David play, 

The London Go Centre 
has set the standard. 
Does the AGA have a 
challenger? 


At left: A view of 

the London Go Centre's 
1200 sq. ft. main play- 
ing room. 


18 HINTS TO IMPROVE YOUR SUJI 
by Masubuchi 
Hint #12- DON'T LET YOUR OPPONENT BULLY YOU--continued 


The hane at Wl is unreasonable, Exposing 
that unreason requires a sensitivity to 


— tHe gor 
a 
Diag. 1 - DEGIRI 


| 
| 


Unreasonable fighting moves often spring aan 
from emotional imbalance, —|-- 
Here is a simple example. I 7? 
To expose W's unreason, Black must push 
through at Bl and cut at 3. Of course 
there is a question of which side to cut on, but we 
won't go into that. Anyway you see that W is in trouble, 


Diag. 2 - SIMPLY 


If W connects at 4, B plays 5 to 9 and simply 
settles down in the corner. A big success for B, 


Diag. 3 - SUCCESS 


. If W takes one stone with 1, then B takes one 
in shicho with B2 and 4, If W bridges at W5, 

B picks up the stone with B6 eliminating the 

aji. This is also a success for B. 


Diag, 4 - SETTLE 


3 Instead of catching one stone in shicho, it is 
9 possible to shut off the right side with B4 
00 and settle down with B8. The choice depends 
ea 


on other parts of the board: but, whichever 
way he chooses, B can stabilize easily. W's 
attack is soundly thwarted. 


Diag. 5 - NOT GOOD 


Although I said we wouldn't go into it, I can- 
not help mentioning that a cut at B3 on this 
side is not so good. 


Diag. 6 - PROGRESS 


W of course takes the cutting stone with W4. 
From the cut B5 to 11, the progress is similar, 
to diag. 2, but there is a big difference. 


Diag. 7 - BIG DIFFERENCE @ 


Instead of W connecting at WA, B has given one 
stone in Diag. 6. This makes a big difference 
in territory and thickness. 

Techniques have principle behind them. One must 7 
pay close attention to details. 


* 
Diag, 8 - THE BULLY WINS 


-| If B presses down to Bl without thinking, W 
connects at 2 eliminating the possibility of 
a cut. Moreover, with W4, B is in trouble. 
B let himself be bullied by W's unreasonable —_ 
play. i 


Diag. 9 - SASARI 


In this form W should assume an attacking 
pid [| stance with either the sagari at W1 or... a Pe 


Diag. 10 - NARABI 


exposed, where unreason is allowed to bull through, and 


10 where reason reigns. You should be amazed at the difference. 


"UNREASON IN LIFE AND DEATH" 


i Pa pea ea 7 Even if W plays at 2 for Bl, he cannot live 
eepa i oo unconditionally, 
S3 W is testing B. 


... the narabi Wl here. These are reasonable plays. 
- Compare the three cases carefully: where unreason is 
@ 
-@ 
TT Ot TO Diag. 1 - OKI 
--@@00O : 
+ OQOO8@80@ This form aften occurs in handicap games. ee 
ie t+ @O 
O®8 Perhaps W was too busy to play another ee0| 
= 6 stone here or he figures that B will not re aeseal 
1s see how to make trouble. 
If B finds the way and passes the test, he Teekocs | 
can reduce his handicap by one stone. 1+0@-+ r 
Oki Bl is correct. With this move W is in - @ "| 
trouble and B gets his certificate. me 7 
et fa Da 
@O di ‘3 
si " ee02 Diag, 2 - SACRIFICE 
@ o8 W has to connect at 2. 
-@@OOCOO B sacrifices two stones with B3. 
[399808 ” eo 
ade o F | Diag. a = KO | $1 883° 
The throw-in at B5 is a nice play and W Teeneas 
has to answer at 6 to make it a ko. 188 eee" ‘ 
This is the correct sequence for both je | ag 
Black and White, P| 8 
dO i s 
: rt aoe Diag. 4 - DEAD 
e080 If W grabs one stone with 6, B7 leaves W 
1@@000 
+OOG8®@ ee 
O08; & 
re Diag. 5 - ALIVE padz0 
7@O@0 


&@ 
If B chickens out with B1 here, W lives un- |Qg@@@O@ 
conditionally with W2; and B will have to 
wait for his certificate. 


unconditionally dead. Black answers W8 TTHT1$a 
Pal with sagari B9, and W gets only one eye. 1 
| 
i] 


° © 


W2 for Bl is unreasonable; it is not joseki, 


| Diag. 1 - CORRECT Ae 
Bl sagari is the correct continuation, coming eo 
down parallel to the BA's. 'e 


+++ t@ 1 
Diag, 2 - DOUBLE HANE iam |_| # 


"UNREASON IN JOSEKI" 


2 is a must, 
Although B double hanes with 3 and 5, it takes 
a long time to settle down, 


Diag. 3 - OKI L@ un we On 


has to connect at 6. B also connects with’ 
7. After the double hane, W8 and 10, oki 
Bll is absolutely necessary, 


MOM Diag. 4-FILL DAME 
TESS e en 7189 


iv een W12, etc. follows as a matter of course. B fills up 
CO dame with B13 and 15. The final touch is B17. | 
= @O : ; 70007008 
@ Diag, 5 - WORLD KO +@000080O 
q l +O000800€ 
With B19 and W20, a world ko starts. Since da 
B gets to make the first capture, it is en 5 
an excellent ko for him. a 
I have run out of space to present the failure 
diagram, Perhaps it's for the best. If you see a 
failure diagram, you might end up playing it. 
To Cover Problem: 

Correct Answer, A timely kake. 

Bl is correct, With this  |j+ j++ ¢- 4-2. 
move, B's moyo on the lower} ~ AAS i wes 
side expands greatly. If OT@a - 
W answers at a, Bb becomes : 
a good point. If W plays ie 
b, then B can press down 
fo c, 


Diag. 1, If W was on move, 
W1 would be best aiming 
at the cut at a. Note the difference 
between this and the answer diagram. 

u Aside from Bl, A is also effective although 

Answer Diagram it is not as severe as Bl. A gets 9 
points. 

B is a little inferior. 

C's (7 points) show concern about the cut at d but they leave the tsuke 
at We unaffected. They are not good; the moyo below is more important 
than the cut. 

D's don't deserve many points. The focus of this game is the lower half. 
For B to take gote by playing in the wrong direction gives W the chance 
to play W1 of Diag 1. 


=—-— — 


RATING READOUT: Resutts up To SEPTEMBER 1, 1977 
BELOW IS THE APPROXIMATE CORRELATION BETWEEN THE AGA RATING SYSTEM AND THE TRADI- 
TIONAL Dan/Kyu RANKS. ANY AGA MEMBER WHO IS NOT INCLUDED IN THE RATING SYSTEM IS 
ENCOURAGED TO SUBMIT A RATING. IT WILL THEN BE ADJUSTED BY HIS PLAY IN AGA sPon- 
SORED TOURNAMENTS AND MATCHES AGAINST OTHER AGA MEMBERS. THE MOST SUCCESSFUL USE 
OF THE SYSTEM IS AT CLUBS WHICH REPORT ALL GAMES PLAYED. ONLY WITH FREQUENT RATED 
PLAY CAN A RATING BE CONSIDERED RELIABLE. BELOW IS A SUMMARY OF THE BASIC SYSTEM. 


The “small correction" is found by taking a player's old rating and adding to it the result of 
the formula: K(W - ZE); where K = 40 for ratings below 5000, 32 for those between 5 and 6999, and 
24 for those 7000 or higher; W = number of wins in a set of results; and ZE is found by adding 
the expectancy (probability) of the player's winning each of the games played. To find the expec- 
tancy ina game, compare the two players' present ratings after adding points to the rating of a 
player taking a handicap. The value of an "n stone" handicap is 200 times "n" minus 100. Sub- 
tracting the opponent's rating from the player's rating gives you the rating difference. Find the 
value under "D" below; the value under "E" is the expectancy. Add the E's then use K(W - ZE). 


D E D E D E D E D E D E 
-1000 .00 -500 .09 -200 = .30 50.55 300.79 700 =~. 97 
-900 =.01 -400 .14 -150 «34 100.61 350 = .82 800.98 
-800 .02 -350 = =.18 -100 39 150.66 400.86 900 =.99 
-700 =.03 -300 = .21 -50 45 200 ~.70 500.91 1000 1.00 
-600 .06 -250 = .25 0 .50 250 75 600 = .94 


The above is an approximation of the continuous function relating D and E. The AGA system also 
has a provision for “large corrections" when the small correction exceeds a threshold value. 


NoTE: THE SYSTEM NEEDS ACTIVITY TO WORK EFFECTIVELY. IDEALLY, ALL GAMES PLAYED 
BETWEEN AGA MEMBERS WOULD BE REPORTED. NON-TOURNAMENT, NON-LEAGUE GAMES ARE NOT 
USED FOR LARGE CORRECTIONS. CLUBS SHOULD GIVE THEIR MEMBERS A CHANCE TO IMPROVE 


THEIR RATINGS THROUGH REGULAR CLUB PLAY, TOURNAMENTS, LEAGUES AND CLUB LADDERS: 


1000-1200:30th kyu 2800-3000:21st kyu 4600-4800:12th kyu 6400-6600: 3rd kyu 
i 1200-1400:29th kyu 3000-3200:20th kyu 4800-5000:11th kyu 6600-6800: 2nd kyu 
1400-1600:28th kyu 3200-3400:19th kyu 5000-5200:10th kyu 6800-7000: 1st kyu 
1600-1800:27th kyu 3400-3600:18th kyu 5200-5400: 9th kyu 7000-7200: 1st dan 
1800-2000:26th kyu 3600-3800:17th kyu 5400-5600: 8th kyu 7200-7400: 2nd dan 
2000-2200:25th kyu 3800-4000:16th kyu 5600-5800: 7th kyu 7400-7600: 3rd dan 
2200-2400:24th kyu 4000-4200:15th kyu 5800-6000: 6th kyu 7600-7800: 4th dan 
2400-2600:23rd kyu 4200-4400:14th kyu 6000-6200: 5th kyu 7800-8000: 5th dan 
2600-2800:22nd kyu 4400-4600:13th kyu 6200-6400: 4th kyu 8000 up : 6th dan 


TOP DAN BAZUZI,5 JOHN” 5487 CHO, SUNG 8282 

o------ BECK» STEVE 5454 CHOy Y. 6941 

RATFD THIS YFA4R BEHRE»s EVAN 4713 CHOTs SUNG-IL 8212 
BENNETTs AMOS Ce lloo CLOUGH. GERALD We S000 

KANG+ SHIN Ae 8389 BENSON, DAVID 6050 COCHRANE» JIM 6647 
PAENGs, YOUNG 8323 BENSON, TERENCE Ge 6676 COCHRANE» SUE 3333 
MATSUDA»s TAKAO 8317 BENTHEMs JIM 6559 CODNINGTON, STEVEN Sloo 
MORTOKA»s YUJI 8296 BERGER, MIKE 4613 COHEN® Le 5902 
CHOI» SUNG=IL 8212 BERLA» TIM 6018 COHEN» P. Mn 5600 
BERNHARTs Fe 6477 CONNELLY+ Re 7289 

BERNSTEIN: BEN 5053 CONVERSE + AARON 4188 

TOP KYU! BJERSTEDTs» DENNIS S200 CONVERSE» NAN 5028 

oor---- BLAIS» Ge JR. 5600 CORCORANe JIM 6485 

RATED THIS YFAR BOGUS» ‘ROY 4600 CORTELL« As Se 5610 
BRAUNER» LARRY 8144 CRAIG, FDWARD P. TIT 4850 

BRAUNER» MARIE 3899 CRANDELI.» Re 5708 

KIM, JIN Bal 6969 BREFDs Eo 4067 CROCOs Re sean 
HSIAQs SUN CHIFN 6906 BRENHOLTZ» SUSAN 2200 CROWTHFR+ WM. 7150 
BUTTERS» BRIAN 6901 BROADBFNTs STEVE 3500 CRUTE» TONY 2493 
CHING, YAU-CHAU 6887 BROCKBANK» MIKF 5679 DANTER, ARTHUR 3609 
DRANGE, TED 6883 BROOKE« WAYNE 5407 DAVIDSON» ALAN Je 1000 
BROWN, BARBARA 3864 DECOURCELLFe DON A. 6595 

BUC7KO«. H. ANTHONY 5800 DOCKHORN»s RORERT 6463 

eos ennne---- BUTTERS» BRIAN 6901 DOERP, DIETRICH 5724 

ABE, S. 5999 CABLE, DOUG 7000 DOMRRO« QUENTIN 4607 
ABRAMSON AL 5900 CALLINANs MICHAEL C. 1000 DONAR, DAVTD Ne 3200 
ALIFs METON 5500 CARTIER, FRANCOIS 5500 DOWNES ®: ED S3r9 
ANDERSON» MICHAEL 5539 CASSIDY» MARK 33884 DRANGE. TED 6882 
ANDRELOS» ED 7777 CAYNE»s HELEN 4147 DREISBACH» JEFF 4629 
ARTHURS» BOB 5328 CERMAK. G. S30n DUBOIS, DAVE 6590 
ASHLEY» LARRY 4071 CHA, HYOIIN 7708 DUBOIS. PAUL F. 6700 
ASONs JOHN 6942 CHAN» CONRAD 4102 EASTWOODs MIKE 6950 
AULT» DAVE 6959 CHANGs JOON-SUNG 6339 EGUCHI «: Ke bear 
BAGULY, MIKE 2080 CHANGs Te 6262 ESCHENRACH 6275 
BAI, TAEIL 792) CHAUNG. HUNG-ERH 6800 EVANS» HENRY 6200 
BAKER» B08 4942 CHEN» AN-NAN 6566 EXTER» JOHN 5533 
BARTHs ROGER 5104 CHEN» KEH HSUN 8027 FAIMAN. NETL 5473 


BAUER, ED 3480 CHING: YAUZCHAU 6387 FELDMAN. A, 5900 
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| 
Paste slechhigessOn Goes sock wo bored Lat denh ene eer $4.95 i 
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GOIN BSE HAN GTESA Asta letlede Wi at daate a: at) ok cter's cea tbena a) atacate deta 3.50 

AKAGAWAMSEHOWS LOWP AV GO niet: stolen tcp eluie a erdtclaiy mucldtate 7.95 
The Middle Game of Go (hard cover)..............000- ayes ; 
FEPACEETLG CONSE PUES) Ol NGO ia Nats grayeteielsy staleiald ales at warap eee 4.95 | 
The 1971 Honinbo Tournament (hard cover)............ 8.95 } 
MON Ba STG: OSE KAY Gre veiess elle Mitek lev eve Le cone bie tlallocis Me este atte a 5325 i 


SHOGI and MAH JONG sets and Othello games \ 
Write or call for information i} 


GO SET - Folding Board with Stones, small size ... $14.99 | 
GO Board with Stones, standard size ............... 69.99 
AM TERS GO Roar a COMLy Wem tia ae alco Rin aaetetane es Malate 99.95 


MAIL ORDER: For books, add $.50 postage and handling. 
For other items add $1.50. Please add sales tax as 
required. 


Takashimaya, Inc. 


(i) 


509 FIFTH AVENUE, NEW YORK. N.Y. 10017 gj 401 OLD COUNTRY RD., CARLE PLACE, N.Y. 11514 
(212) 682-1900 (516) 997-4900 


